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The New Sound Blaster AWE32.” SoundFont technology, so you can add to the library of 
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Introducing the wave of the future: the new Sound sampled sound effects and instruments. And the latest speech 
Blaster AWE32. It combines advanced wave table technology, sO you can navigate through all the major 
synthesis, a powerful digital signal processor, and Windows” applications using voice commands. ~ 
the hottest audio effects all on the same sound card. That’s Of course, it’s a Sound Blaster. So it makes all your 
why it’s the next generation PC sound standard. favorite games and software sound more outrageous than 
The Sound Blaster AWE32 puts the world’s purest you ever imagined. All this sound technology could cost you 
music synthesis technology (from E-mu Systems ) inside your thousands. But the new 
PC. It also includes effects like chorus and reverb for Sound Blaster AWE32 {ts 
increased depth and richness. And QSound so you can only $399." No other sound 
position sounds in 3D. It even comes with downloadable card comes close. Sound 
—{ SOUND BLASTER AWE32 INCLUDES: |——————____—— interesting? Visit your ~ all 
SOUND BLASTER AVVE32 GENERAL MIDI INTERFACE HSC INTERACTIVE SE = 
TRUE 16-BIT CD SOUND THREE CD-ROM INTERFACES CREATIVE WAVESTUDIO™” 2.0 local Creative Labs dealer. aie 
ADVANCED WAVEFFECTS” MICROPHONE QSOUND CONTROL PANEL e ! 
SYNTHESIS SOFTWARE INCLUDES: CREATIVE ENSEMBLE ™ Or call [-SQO0-998-.5227. 
32-VOICE POLYPHONY CAKEWALK APPRENTICE CREATIVE SOUNDO'LE™ GREATIVE LASS, I 
SAMPLING SUBSYSTEM FOR WINDOWS CREATIVE MOSAIC 


“Suggested retail price, ©1994 Creative Technology Ltd. Sound Blaster, Sound Blaster AWE32, Advanced WavEffects, Creative VoiceAssist, Creative TextAssist, Creative I:nsemble, Creative WaveStudio, Creative Soundo’LE and 
the Sound Blaster and Creative logos are trademarks of Creative Technology Ltd. All other trademarks are the property of their respective owners. 
US. inquiries: Creative Labs 1-800-998-5227 or 408-428-6600. International inquiries: Creative Technology Ltd., Singapore, TEL 6S-773-0233 FAX 65-773-0353. 
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FEATURES 


INITIALIZE 10 


Redesigning the magazine is a lot of work, but 
we ve finally got it done. Check out what changes 
lie in store. 


POSTAGE DUE 


Readers tee off on the topic of software piracy, 
both pro and con, plus random thoughts on a 
variety of topics. 


REVIEWS 


Reviews from what seems like every company in 
the industry this month, including a few that 
manage to live up to their potential. 


HARDWARE 


It's been a trying month since we discovered some 
problems with an earlier review, but it’s nothing 
like what’s happened to Intel. 


CHILD SUPPORT 


Viacom New Media releases a straight 
entertainment title for kids guaranteed to send 
chills up your spine! 


PREVIEWS 


While many companies keep everything behind 
closed doors until Winter CES, we’ve managed a 
couple of early peeks. 


SCREEN SAVERS 


Monitor technology is good enough that we no 
longer need screen savers. So why do we remain 
so attached to them? 


MAKING CYBERSPACE SING 

Bad game music gets on your nerves, good game 
music is easy to overlook. How much work goes 
into creating a good game soundtrack? 


1994 IN REVIEW 
CGR takes a look at some of the highlights and 


lowlights of the year and offers awards for those 
games that put the rest to shame. 


STRATEGY 

Sure that “Ace” setting in NASCAR Racing is nice, 
but if you don’t reconfigure your car for each track, 
how can you expect to win? 


COMPUTER 
GAME 
REVIEW 


Magic Carpet is a trademark of Bullfrog Productions, Ltd. © 1994 5 
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YOU WANT REAL? O.K. HOW DOES AUTHENTIC NFL PLAYS AND FORMATIONS RUN BY PRO PLAYERS 
SOUND? WE SHOT LIVE FOOTAGE WITH DIVING CATCHES, FUMBLING, BLITZING, INTERCEPTIONS, YOU 
NAME IT. WE’RE TALKING THOUSANDS OF PLAY OUTCOMES. IN FACT, THINGS GET SO INTENSE IN THIS 
GAME IT DOESN’T TAKE LONG TO SEE WHY NFL COACHES HAVE ALL THAT GREY HAIR. 


Live Action Football is a trademark of Accolade, Inc. ©1994 Accolade, Inc. NFLPA is a trademark of the National Football League Players Association and is used 
under license by Accolade,Inc. TM/©1994 NFLP. Licensed by The NFL QB Club Inc. The Sport Accolade logo and Sport Accolade are trademarks of Accolade, 
Inc. Al Michaels’ and Pat Haden's names are used under license by Accolade, Inc. Macintosh is a trademark of Apple Computer, Inc. All rights reserved. 
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WE’VE GOT AL MICHAELS GIVING 
YOU PLAY-BY-PLAY AND PAT HADEN 
DELIVERING COLOR CONMIMENTARY. 
SO CHOOSE YOUR PLAYS WISELY. TO 
TURN UP THE INTENSITY, WE PUT 
REAL FOOTBALL SOUND EFFECTS ON 
A SEAMLESS AUDIO TRACK. YOU 
CAN PLAY AGAINST THE COMPUTER 
OR A FRIEND. THERE’S INSTANT 
REPLAY AND TONS OF STATISTICS. 
WHAT MORE DO YOU WANT? ICE 
WATER POURED OVER YOUR HEAD? 


iF YOU’VE GOT A PC OR MAC WITH 
CD-ROM, YOU CAN COACH ’TIL IT HURTS. 


LIVE AGT ION 
JUST HOW REAL IS LIVE ACTION FOOTBALL? 

LET’S JUST SAY IT’S BEEN APPROVED BY FOOTBALL 
THE NFL AND THE PLAYERS. 
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Bobby Fischer Teaches Chess 
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Announcing Columbia House CD-ROM Direct. 


Everything from games to reference to “real-world” entertainment. 


Take 2 CD-ROMs for *9.95"" 


Plus | more at great savings! (ee details below.) 


Corel Gallery The New Kid | The Residents: 
Clip Art Library 5010301 On The Block Freak Show 
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Police Quest: 

Open Season System Shock Doom Il - _ 
Enhanced Arcade Game 5021506 Microsoft 

Arcade Game : 5027900 ee ERR SHES RRR TOOT RI RI TR Musical Instruments 
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Nascar Racing 


Leonardo Driving Simul. 5001300 
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How To Select CD-ROMs 
For Your System. 
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SYSTEM CPU RAM PERIPH. 
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_ SYSTEM Button indicates the avail- 

__ able operating environment(s) for a 

"given selection: DOS (for PC), 
Windows (for PC), Macintosh. 


MacMillan Dictionary 


_ CPU Button indicates the minimum For Children Bodyworks Voyager 
processor required. If a title is Medical Ref. 9009709 
~ available in PC and Macintosh “WINIT 3861... tn 


_ formats, the top half of this button 
' represents PC system require- 

_ ments and the bottom half repre- 
_ sents Macintosh system require- 
/ ments. Note: Ser.=Series, 


Alge Blaster 3 X-Com AAA Travel Planner 


Children's Ed. 5019203 5011606 5009105 
For Mac — LC series includes LC 6 Sin M M 


475, Performa 475, Quadra, Centris, 
Powerbook 180C, IIFX or better. 


RAM Button indicates the minimum 
amount of RAM required. 


PERIPHERALS Button indicates 
required peripherals. M=mouse, 
J=joystick, K=keyboard, P=printer. 


The 7th Guest 
Interact. Game 0004700 


WIN [386/33 
MAC] LCIll 


4mb 


Inherit The Earth 


For all titles, the minimum system 
requirements recommended 
(unless otherwise indicated) are: 
Hardware: SVGA monitor (256 col- 
ors), sound card, 40MB hard drive, 
double speed CD-ROM drive. 
Operating System: DOS 5.0, 
Windows 3.1, Macintosh System 7.0. 


Guinness Disc 
Of Records Microsoft Bookshelf 
General Ref. 9009402 he 


Tr Myst SM Eee om 
Interact.Game 5004304 .MAC]jClass. 
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: : Dept. XAW, 3109 Canterbury Court, 

Columbia House CD-ROM Direct Bicomingtcn, IN 47404-1498 

Yes, please enroll me under the terms outlined in this advertisement. As a member, | need buy just 

4 more CD-ROMs at your regular prices within the next 2 years. 

Send my CD-ROM selections for: (check one only) ive (1) |_| Macintosh (3) 


Write in the selection #'s below 
Send me these 2 CD-ROMs for just $9.95 each 
plus $1.75 each shipping/handling (total $23.40) 
Buy your first selection now and have less to buy later! 
|_] Also send my first selection for $19.95 plus $1.75 shipping/ 


handling which I’m adding to my $23.40 payment (total $45.10). 
| then need buy only 3 more (instead of 4) in 2 years. 


‘, 


CD-ROM DIRECT 


A whole new way to get the most exciting CD-ROMs - 
games, reference, edutainment and more — all at great prices! Just write in 
the numbers of the 2 CD-ROMs you want for $9.95 each, plus shipping and 
handling. In exchange, you agree to buy 4 more CD-ROMs in the next 2 
years, at our regular prices (currently as low as $39.95, plus shipping and 
handling) — and you may cancel membership at any time after doing so. 
What's more, you can get one more CD-ROM right now for the low price of 
$19.95 and have less to buy later (see complete details in coupon). 


Free CD-ROM magazine sent approximately every 4-6 weeks 

(up to 13 times a year) reviewing our Featured Selection — plus scores of 
alternate choices, including many lower priced CD-ROMs. And you may also 
receive Special Selection mailings up to four times a year. (That's up to 17 
buying opportunities a year!) 


Please check how paying: x My check is enclosed. (BYM/BYQ) 
nay only woe you wee oe <p wi — <e do |_] Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: (BYN/BYR) 
nothing — it will be sent automatically. If you’d prefer an alternative selection, _] MasterCard (_] diners Ciob [_] amex Cl wea CI leer 


or none at all, just mail the response card always provided by the date speci- 
fied. You'll always have 14 days to decide; if not, you may return the selection at 
Our expense. 


Account Number : : Exp. Date ‘Signature 
Money-Saving Bonus Plan. If you continue your membership after My main CD-ROM interest is: (check one) (Note: You are always tree to choose from any category 
fulfilling your obligation, you'll be eligible for our generous bonus plan. It enables L_} Entertainment L_| Education |_| Edutainment L| Productivity 


you to enjoy great savings on the CD-ROMs you want — for as long as you RIS Te 


decide to remain a member! 


Name Phone ( ) 
10-Day Risk-Free Trial. We'll send details of how Columbia House 
CD-ROM Direct works along with your introductory package. If you're not Address Apt. 
satisfied, return everything within 10 days at our expense for a full refund and 
no further obligation. City State Zip 


important! Did you remember to choose PC or Mac? Will your selections run on your system? 

Note: Columbia House reserves the right to request additional information, to limit membership or reject any 
application, or to cancel any membership. Offer limited to residents of the contiguous United States. Residents of 
Alaska, Hawaii, Puerto Rico, U.S. territories, APO and FPO addresses please write for separate offer 

Applicable sales tax added to all orders ©1995, The Columbia House Company 


For faster service, use your credit card and call us toll-free 24 hours a day. 


1-300-647-7000 % 
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ometimes, you just have to say. . well, actually | can’t say that here. But some- 
times you just have to do something different. Case in point, the issue you now 
hold in your hands. Normally, we like to redesign the magazine with the January 
issue; it makes sense that we would get a new look for a new year. This time, it 
took us an extra month. Redesigning a magazine, something I’ve now been 
through several times, is much different than redesigning your living room or 
even your entire house. There are so many picky little details to be considered, 
and there are a lot of things that sound great until you try them out. 

Anyway, if you're paging through the magazine from the beginning, you've cer- 
tainly noticed that things are different around here. Much of CGR has been 
chopped and channeled. We don’t think we were getting away from our primary 
goal of providing you with the best information and unbiased reviews around, we 
just felt that certain things could be changed to help us do a better job. Here are 
some of the changes we made: 

The Review section of the magazine now features a standardized length of 
review for the critics, something a shade shorter than the amount of text we used 
to have on the old two-page review. Additionally, we’ve added a three-page 
review format for the games that are truly major releases or of exceptional qual- 
ity. What you'll be getting is more of what you want from a group of reviewers— 


Redesigning a 


ee namely their opinions. 
something I’ve Other sections, notably Add-Ons and Info (formerly Add-Ons and Alterations) 
now heen and Child Support have a slightly different structure that we think will allow us to 


do a more thorough job of adequately talking about the immense amount of 
games and products released in the infotainment, add-on and edutainment gen- 
res. The same goes for Previews—we want to be able to offer you more infor- 
mation and more news than we were before. 


through several 
times, is much 
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different than In future issues of CGR, we will be incorporating a News section that will 
aS i8 replace the old rumor column, In The Works. We will still be talking about rumors 
redesigning ned when we get wind of them, but we also want to talk about ath of the more 
living room or important topics affecting this industry. In The Works is in this issue, but it will 

; more than likely be phased out over the next few months. 
— — In short, what we've done is simply trimmed off some of the fat and stream- 
house. lined the way CGR looks. We've changed the roadmap a little, and marked some 
of the signposts a bit more clearly. We hope this will not only help you find the 
information you are looking for more quickly, but will help us give you the perti- 
nent facts on games and other industry topics in an efficient and (forgive me for 

using this phrase) user-friendly way. 

COMPUTER : In spite of the cosmetic changes, we'd also like you to know that some things 
CAME havent changed. We still will be giving you the best information around, the 
REVIEW ° toughest, least biased reviews in the business and the hottest news on the 


hottest games. Take care, and I'll see you in 30 days. 


10 ; Steve Honeywell 
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MAGIC CARPET - GIMTOWN: FALCON 4.0> MERETIC - CYBERIA 


COMPUTER 
GAME REVIEW 


and CD-ROM Entertainment 


OVER 
20 GAMES 
REVIEWED! 


ACES OF THE DEEP 
MASTER OF MAGIC 
SPACE SIMULATOR 
BNDER SELLING POON 


Now we 
come to the 
clincher in 
Mr. 
Curley’s 
letter, a 
paragraph 
so vile that 
Im still 
waiting for 
my guts to 
return. 


COMPUTER 
GAME 
REVIEW 


Curley 
Accuse... 


rrrgh me Heart- 
ies! | couldn't 
resist getting 
involved in the 
Ongoing argument about software 
piracy, especially to respond to the 
letter in the December issue from 
Mr. Curley. 

As an artist in the industry whose 
livelinood and salary comes from 
the legitimate sale of games, | get 
riled to the core when | hear the 
lame excuses put forward by people 
like Mr. Curley to justify their piracy. 
It takes people like myself, not face- 
less corporations, who work for 
modest, average salaries and long 
hours to provide you gamers with 
the entertainment you demand. 

We do not see very much of the 
$50 or $60 you pay for them. The 
retailer takes some, the shipping 
costs money, etc. Software compa- 
nies generally like to try to make a 
profit, it’s called being in business, 
and although there are many soft- 
ware executives making a bundle, 
we huddled masses, unfortunately 
are not. However, the more money 
you provide them with, the more 
they are likely to pass on to us. 
What’s with the sour grapes—Mr. 
Curley jabbing CGR reviewers for 
getting games for ‘free-—you guys 
provide a valuable forum showing 
sneak previews and in some cases, 
warning readers about bad product. 
It's your job, and I’m sure you work 
hard for it. For Mr. Curley and péo- 
ple like him, the world doesn’t owe 
you a living and life isn’t about hand- 
outs and free rides. 

Mr. Curley’s use of “a certain pop- 
ular word processing program” as 
an example of “producer rip-off” is a 
pathetic argument. So they made 
$4 million off their one product? Is 
this a crime? Aren't we living in a 
free market, capitalistic society, or 
have | missed something here? As 
in any industry, companies are free 
to make whatever they want—there 
is no ceiling to how much you can 
charge. Come on, if you don't like it, 
don’t buy their product. There are 
cheaper alternatives. | personally 
hope they have made more than $4 
million, because believe me, that’s 
not a lot. 

Now we come to the clincher in 


Mr. Curley’s letter, a paragraph so 
vile that I’m still waiting for my guts 
to return. | quote Mr. Curley: 
“Copying software is like borrowing 
your friend’s toaster or joystick and 
building your own exactly like it, 
using the original as a template.” 
What?! Wait, there’s more, “No one 
has had anything taken from them.” 
It just goes on, and readers will 
know the rest. 

O.K., Mr. Curley, listen carefully, 
as you seem a little slow. When you 
copied the game, did you redraw all 
the artwork? Did you rewrite all the 
code? Did you spend a couple of 
months debugging it? Did you print 
all the packaging and write the man- 
uals? Oh, no you say? Even if you 
had done all of this, it would still be 
just a copy, because you hadn't 
taken the time to dream up an origi- 
nal idea and then develop that idea 
and design a world around it. 

By not buying that game, you are 
undeservedly benefiting at the 
expense of a great many people, 
not just this faceless “publisher” you 
love to categorize. | feel you are 
stealing from me, Mr. Curley, the 
years of art school and training and 
the hours of hard work to provide 
you with a game that you didn't 
have the decency to pay for, and 
that’s what really gets me steamed! 

Maybe next time I’m in Madison, 
I'll look you up. Perhaps I'll make a 
‘template’ of the contents of your 
refrigerator in my bowels before 
returning them to your carpet! 

FYI, many new games are now 
being provided in demo versions 
before they are shipped. If these 
arent available, most reputable 
software resellers provide a money- 
back guarantee, so if you don’t like 
it, take the darn thing back, which | 
have done on many occasions. 
Watch for the reviews in mags like 
CGR; although they are just opin- 
ions, they can at least give you 
some idea of what to expect. 

Finally, if a friend has a copy of a 
new game, play it on their system 
first and if you like it, buy it. Show 
your appreciation for a job well 
done. Hey, sales send a big mes- 
sage to game companies, it’s like 
voting—exercise your right! 

Finally, Mr. Curley, you finish your 
letter by admitting that software 
piracy is really a problem but wait a 
minute! You just wasted valuable 


trees telling us that it wasn’t! | mean, 
shouldn't we call it software templat- 
ing? Please make up your mind! 

Thank God some people are buy- 
ing games. If not, we wouldn't be in 
business, and that’s what this is—a 
business. Think about this if you still 
feel you are being ripped off, the 
most expensive game ever pro- 
duced (so far) is WCIII at $4 million. 
I'm sure that this will provide 
gamers across the world with hours 
of enjoyment for the life of the 
game, what's more, they own it for- 
ever. Motion pictures, gaming’s 
non-interactive cousins, run up bud- 
gets of $100 million and provide a 
two-three hour, one-off experience. 
| think you get your money’s worth! 

Game companies do the best they 
can on very tight budgets and even 
tighter deadlines. | think many have 
been disappointed by high expecta- 
tions of 16 billion color VR experi- 
ences at 60 frames a second and 
highly optimistic game manufactur- 
ers have added to the myth (not to 
mention on Pentiums, when the 
masses are still struggling to afford 
a 486). 

SO you Silicon Swashbucklers, in 
the mistaken belief that you are 
fighting a cause for the innocent 
masses against the villainous soft- 
ware producers, stop! Wake up and 
realize this is not a game, you're not 
proving anything. It’s just plain, sim- 
ple theft, except it can all be perpe- 
trated from the comfort of your own 
home with no risk of being caught. 
Hopefully, CDs will provide a tem- 
porary fix to your dastardly deeds. 
By committing piracy, you’re depriv- 
ing us of the only real recognition 
we get: cash. If we can get a little bit 
of money back to the development 
teams, we may be able to spend a 
little more money on the production 
to give that back to you. 

Mr. Curley, | hope 10,000 
seething, malignant, rampaging 
viruses permeate the dark recesses 
of your hard drive, burying your ill- 
gotten game booty under a mass of 
corrupted code. So there, you 
mangy sea dog! 

Thanks for a great mag, guys, and 
thanks for an opportunity to reply. 


Keep up the great work. 
Darin Hilton 
Long Beach, CA 


Not surprisingly, this topic netted 
us an amazing amount of mail and 


e-mail, and opinions have differed. 
Darins arguments are by far the 
most convincing and the best stat- 
ed. We welcome any responses 
from readers. 


Doomed in New Jersey 


First let me say that | like your 
magazine well enough to have 
renewed my subscription. I’ve 
looked at a few PC game maga- 
zines and I've kept yours because it 
matches my outlook on PC games 
fairly well. Computer magazines 
tend to combine phony, stupid, 
mindless enthusiasm with glowing 
endorsements for every product, 
many of which suck. (Don’t hold 
back. Tell us how you really feel. 
-ed) | would encourage you to try to 
be even more honest and straight- 
forward in the future (I felt ripped off 
by Outpost). 

The reason I’m writing is the fol- 
lowing: I’m in Doom Il, Level 13: 


technical support to not even bother 
to call the tech support number. 
You better tell me or I'll grab my 
plasma cannon and come and get 
you. I'll get you all! 
Clifford Krause 


Piscataway, NJ 
P.S. I’m not on-line anymore ever 


since | ran up a $400 phone bill. 
You're dealing with a desperate per- 
son here. I've got plenty of ammo, 
too. 


We've been very public with the 
fact that we felt like we got burned 
on Outpost, too. I’m assuming that 
your desire for us to be more 
straightforward comes from the pre- 
view and cover we did on the game 
in June. That was just a preview, 
and everything that was in that arti- 
cle was stuff that we were promised 
right along with everybody else. 
What a bummer that it didn’t pan out 
the way it should have. 

Anyway, regarding Doom Il, 


“Perhaps I'll make a ‘template’ of the 


contents of your refrigerator... 


before returning them to your carpet!” 


Downtown. I’ve been in every build- 
ing (except for [the one where you 
need a] yellow key), killed every- 
thing, got the combat armor behind 
the hidden door, got the secret tele- 
porter to the ledge by the entrance, 
but | can't get the yellow key. The 
three levels in that lower right build- 
ing collapse but | can't find the 
switch. It’s not the elevator switch 
on the adjacent building. 

| don’t want to spend $15 for the 
cheat book and I’ve had enough 
experience with computer product 


You need to go up t 


o get the key, not vice versa. 


you've made it into that room at the 
bottom right. The idea here is not to 
make the three tiers come down to 
you, but for you to go up to them. 
The elevator in the back of the room 
will descend if you stand near it. 
There’s a Berserk pack on it, which 
is good since you'll probably have 
taken some damage. Go up, and 
the key will be off to your right. 
Don't think you can scare us with 
those threats about plasma can- 
nons and lots of ammunition. The 
CGR crew is highly trained in war- 


pn GR Review 


Breakdown — 


: All murnerical scores are. 
eae on a 1-100 scale, 
with scores above 90 indi- 


cating a superior effort. 

The numbers along the 
side of each review indicate 
how each reviewer feels the 

game rates in each of the 
five different areas. While 
‘each of these factors is 
important in determining the 
reviewer's final score for the 
game, they are in no way 
intended to necessarily 
average out to that review- 
-er’s overall score. The aver- 
age score for each game is 
/the average of the three 
overall | scores” for each 
“reviewer. 


~ Games that average 900 or 


above receive the CGR 


Golden Triad award. A 


game that averages 95 or 
above: | feceives — the 
Platinum Triad. 


~ PC games are reviewed 


‘on Myoda 386 and 486 PCs 
‘and a Falcon Northwest 
Pentium using a variety of 
sound cards and con- 
trollers. Macintosh games 
are Played on a Quadra 
800. CD-ROMtitles are 
played with double and 
-quadruple-speed drives. 
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You want to go up the elevator 
at the back of the room. 


fare with Nerf dart guns and other 
weapons of non-destruction. We’re 
willing to take on all-comers in an 
all-out battle of suction darts and 
foam arrows. As of this writing, we 
are still undefeated. 


An Opinion for Every 
Topic. .. 


The following is definitely a letter 

deserving (if published) of the title 
“Random Thoughts.” 
1) Good going, Steve! Just finished 
reading your December ‘94 issue, 
and the letter by Brian Curley. 
Fitting he should have the name of 
one of the Three Stooges. Yeah, | 
know, that was out of line, but I’ve 
got to throw a few temper tantrums 
in a letter like this. 

sorry, Brian, but the ol’ CGR folks 
gotcha. Sure, the software makers 
didn't lose anything they had, but it 
sure woulda been nice if those man- 
ufacturers had gotten paid for the 
“copies.” 

Let's think about this logically. 
Company spends millions on 
actors, programmers, etc., for anew 
game. Game sells all of one copy, 
which gets pirated and distributed to 
everyone who wants one. Extreme? 
Sure. But feasible. 

You see, the simple fact is this: 
You wanted a toaster. You didn’t 
want to pay for the toaster. So you 
“copied” the toaster. Sounds like a 
cartoon show where everyone gets 


a home duplicator and the world 
goes haywire. 

The Final Tantrum: According to 
Brian, “Software publishers are in 
business. . to make money.” Boy, 
it's a good thing none of us are try- 
ing to turn a profit, huh? 

2) Well, since I’ve gone on plenty 
long on that little subject, | think |'l 
move on. The RSAC idea sounds 
great. It's independent from the gov- 
ernment (the first thing | checked), 
it's cheap (as was stated in the hal- 
lowed pages of CGR, a godsend for 
all those shareware authors), it’s 
optional (those who can’t afford the 
$25 will manage, while suffering a 
slight drop in prestige), and it’s sim- 
ple for the newbies to decipher. 
About the censorship problem, | 
don't think there’s much any ratings 
system can do about that. If there is, 
I'd love to hear it, but how can a rat- 
ings system affect a retailer's opin- 
ions on computer game ratings? 

3) Thanks for giving at least one of 
the Kyrandia games a Golden Triad 
award. The Fables and Fiends 
series has some of the best adven- 
turing around. 


4) | simply have to comment on the 
Noctropolis ad on the inside front 
cover of the issue. Under a picture 
of a (covered by a tastefully placed 
cloak) topless woman are the 
words: “The graphics are gorgeous. 
The characters, devious and 
debauched. And the story for 
mature audiences only.” | had to 
laugh. 

5) Steve, I’m surprised | haven't 


Kyrandia 3 could be the best of the series. 


seen a comment on the X-Wing 
Collector's Edition CD from you yet 
(though | guess you'll probably have 
talked about it for six months by the 
time this letter gets published)! You 
were disappointed TIE Fighter was- 
n't a souped-up X-Wing (gotta dis- 
agree with you there): here it 
comes! 

6) My fave MST3K episode has got 
to be Girls’ Town. Thanks for the 


time. 
Brent Newhall 
Great Falls, VA 


Never tell me what to title your let- 

ter! That's the only thing | have to 
look forward to in my whole life. . 
sorry. I'm back now. Anyway: 
1) | went back and re-read Brian’s 
letter, because your final comment 
seemed like it might have been 
taken out of context. But, that’s pret- 
ty much what he said. The part you 
left out didn’t change the meaning of 
how you quoted him. 

It would be nice to think that game 
companies (or even magazines) are 
in this for the altruism, but that’s not 
true. It's a business, and the bottom 
line is important. 


2) My concern with censorship is 
that a retailer may not want to carry 
a game because of a harsh rating. 
Actually, | should clarify that. Most 
retailers don’t make the decision of 
what to shelve. Their buyers do, and 
sadly, not all of the buyers are 
gamers. 

3) The original Kyrandia just missed 
a Golden Triad. Kyrandia Il, howev- 
er, missed by quite a bit. | gotta be 
honest, | didn’t like the second 
game. 

4) Thank the Lord for cloaks that 
flow in the breeze like that! 

5) Actually, | have commented on it. 
It's a nice package. | wasn't incredi- 
bly disappointed in TIE Fighter. | 
thought that the game made a num- 
ber of significant upgrades from X- 
Wing. My problem was that | fin- 
ished it very quickly, and that being 
a pilot for the Empire was less fun 
than being a pilot for the Rebellion. 

6) My faves are still Ring of Terror, 
Catalina Caper, Ring of Terror and 
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Oh no! An evil alien spaceship has stolen soccer's World Cup and 
scattered it around the world in five pieces! Without the cup, 
there can be no World Championships this year. But don’t lose 
hope, Soccer Kid’s on the case. Wearing his favorite team col- 
ors and armed with his trusty soccer ball, Soccer Kid sets out 
on a perilous journey that takes him through five countries 
filled with dangers and pitfalls. He faces over 30 levels of 
fearful enemies whose goal is to rid the world of his favorite 
sport: Soccer. Help Soccer Kid travel around the world to 


piece together the world cup in time for the World 
Championship. 


VY Collect the 5 World Cup Pieces and save the 
Soccer World Championship. 
V 256-color VGA graphics 


V Fast arcade action and entertaining soundtrack 
V Over 30 levels of gameplay 


Y Travel the streets of Japan, the U.S.S.R., 
England, the U.S.A. and Italy 


For more information and availability call: 


-800-334-6572 


© 1994 MicroLeague Interactive Software. Shy one es i roe 
© 1994 Krisalis Software LTD., Soccer Kid is a Registered Trademark of Krisalis Software LTD. All Rights Reserved. inceractive software} |) ().P, 20] Bellevue Building, Newark, DE 19702 
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Kevin: Kevin is more than 

happy to tell anyone who 
will listen that he is highly 
addicted to Origin’s latest 
telease, Wing Commander 
Ill. He’s also been attached 
to Avalon Hill's 1830. He's 
always wanted to have a 
neighbor just like you. He’s 
always wanted to live in a 
“neighborhood with you. © 


Ted: Ted has decided that 
‘he would rather play 
WarCraft from Blizzard than 
just about anything. When 
‘Kevin is playing Wing 
Commander Ill, Ted goes 
through withdrawal symp- 
toms, and they aren't pretty. 
He admits to watching 
Baywatch, but says he only 
does it for the articles. 


Tasos: Tasos is. still 
attached at the joystick to 
Papyrus’ NASCAR Racing. 
‘It's lucky for Chicago-area 
commuters that he doesn’t 
have flashbacks when he 
drives into work each day. 
Tasos’ SportsCenter high- 
light has nothing to do with 
racing. It involves bocce 
_and small waterfowl. Brr. 
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The Amazing Spider-Man is a copynght and trademark of Marvel Comics. 1994 


Mitchell. Oh, and Manos: Hand of 
Fate is a classic, too. 


Comic/Computer 
Crossovers. . . 


Steve Honeywell's Initialize col- 
umn in the November issue made a 
point about a topic that to date, has 
gone largely untouched in computer 
gaming: the comic book. Why is it 
that when you consider the fact that 
comic book companies have spent 
the past few decades creating com- 
plex, detailed, imaginative worlds 
for their characters, computer game 
companies eschew them in order to 
crank out still more Tolkien-esque, 
sword and sorcery, find-the-magic- 
doodad epics? Difficulties in licens- 
ing, maybe? | doubt it. The fact that 
licenses have been obtained by 
developers in the past to create bad 
games (i.e., fight-and-kill-the-boss- 
at-the-end-of-the-level) makes that 
unlikely. Also, I'd hate to suggest 
that somebody out there lacked 
imagination. The conclusion | 
arrived at is that while the X-Men, 
the Justice League and the 
WILDC.A.T.s, et al., are dismissed 
as kiddie-fare by the powers that be, 
elves, dragons and sword-wielding 
musclemen are considered suitably 
adult. My advice to the game mak- 
ers is this: Spend the money, get 
the license and create a good, 
playable game (might | suggest 
something that plays like X-Com?) 
based on characters we all know 
and love. No need to spend time 
and effort creating your own uni- 
verse; the characters, their relation- 
ships and their backgrounds are 
already well established. Do this, 
and I'll pay good money for it. So 
will many others who read or have 
read comics, and | suspect that 
includes a majority of computer 
game enthusiasts. | mean, who 
wouldn't want Charles Xavier's job 
for a few days? 

While I’m at it, | was a little sur- 
prised to find an ad for Reactor’s 


Noctropolis: Sexy silicon and 
a mature audience label. 
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Can the computer version be 
too far behind? 


Virtual Valerie 2 in your November 
issue. Don't get me wrong, | 
applaud your decision to accept 
advertising for adult software in this 
day of rampant political correctness. 
My only question is this: are you 
going to publish a review? 
Michael L. Thrasher 
Kent, OH 
P.S. I’ve noticed that Capstone’s 
forthcoming release, Zorro, bears 
the same logo as the Topps comic 
book. Assuming that the two prod- 
ucts are related, I'd say it’s a step in 
the right direction. 


You've touched on a topic that | 
wasnt considering with that editori- 
al, but your comments are well 
taken. My idea was simply that it 
would be nice if someone would put 
some of their old comics on CD. 

However, your point, as | said, is 
well taken, and it's something that | 
think you'll see happen soon. One 
of the problems with a licensed 
product is that it costs a lot of 
money to get that license, especial- 
ly something like the X-Men. Now 
imagine spending all of that money 
and having to still turn a profit in 
what is still essentially a very limited 
market. 

As the PC market grows, | think 
you'll start to see more licensed 
products of the type you suggest. 
Many publishers are leery of pro- 
ducing a licensed game, because 
there is often a strongly negative 
connotation. Witness the office 
motto at Imagination Pilots with 
regard to their Blown Away title: “It's 
a movie game, but it doesn't suck!” 
That sums it up for a lot of people. 

| for one would be uninterested in 


stepping into the soap opera that is 
the X-Men. I'd love to play as 
Concrete, though, or maybe as the 
Badger. 

Regarding Virtual Valerie 2, It's a 
tough call for us to make. Many of 
our readers are older, but a signifi- 
cant portion are also under 18. And 
by not taking these ads, am | guilty 
of censorship? We in fact have 
turned away ads for X-rated movies 
on CD-ROM (the names of which, 
while funny, we won't get into here). 

| spoke with PR executive Tony 
Panaccio at Capstone about Zorro, 
and his comments were rather iron- 
ic. The game has nothing to do with 
either the upcoming movie or the 
Topps comic series. The company 
that owns the rights to Zorro asked 
Capstone to change the logo on the 
ads so that this sort of confusion 
wouldn't happen. 


Game Questions 


For the last two years I’ve read 
your magazine and | have to say 
that it's the best around when it 
comes to reviews. So, with the 
obligatory accolades now complete: 
1) | purchased a game awhile ago 
called the Lost Files of Sherlock 
Holmes. It’s one of the best adven- 
ture games I’ve seen. The ending 
hints at a sequel. However, | have 
not seen one as of yet, nor can | find 
any sign of Mythos Software, it’s 
creator. Is there to be a sequel? If 
so, when? 

2) Everyone seems to be using 
Sierra On-Line as a scratching post 
after its lobotomized Outpost 
release. I've heard six different sto- 
ries on planned expansions/fixes, 
and nobody seems to actually know 
what’s going to happen. Could you 
please contact Sierra and ASK 
them what they plan to do? 

3) What's the meaning of life? 

4) A note for joystick and mouse 
manufacturers: 10% of the popula- 
tion is left-handed! Not that you 
could tell by looking at the 
[ergonomically] designed products 
available. I'd love to buy a Phoenix 
joystick or one of the many 
[ergonomically] designed mice, but | 
wouldn't be able to use them right- 
handed. | know it’s tough to 
redesign a product for just 10% of 
those buying it, but consider this: 
Why not make left-handed versions 
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Available in stores in November - just in time for Christmas! 
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Papyrus’ “phenomenal” IndyCar Racing has won almost @very 
major award in the business. Guess what will win this yéar 


of your products available by order 
from your company? That way, you 
attract that many more customers 
without draining your coffers. 

5) Bring back Game Over. 

6) How about a special issue with 
quickie reviews of ALL the games 
you've reviewed? Maybe with a top 
10 for every year. 

7) | know that there are several mis- 
sion editors out there for X-Wing. 
Do you know of any for TIE Fighter? 
These sort of editors really expand 
replay value. Oh, and when are the 
new battles for T-F due out? 

8) To T.N. of Augusta, GA, who 
declares “No kill’n in it, no buy’n it.” 
The great advantage that PCs have 
over platform systems is the ability 
to accomplish more than a body 
count. Sure, Doom-genre games 
have their place, but most people 
would rather create something than 
blow it away. I’ve always found the 
less violent games to be the more 
intelligent ones. Indeed, Maxis is a 
shining example of a company that 
avoids extensive violence. (What 
about Unnatural Selection? -ed) | 
have yet to hear of them creating a 
SimSlaughter, and thankfully so. 


Send Your 
Comments to: 


Postage Due 
Computer Game 
Review and CD-ROM 
Entertainment 
1920 Highland Ave. 
Suite 222 
Lombard, Il 60148 
send e-mail on 
CompuServe to: 
75052,1672 


| think it’s attitudes like yours that 
convince the up-and-coming com- 
puter game companies that the only 
way to make a product sell is to 
make it violent. That's disappoint- 
ing, and reduces computer games 
to mindless blast-a-thons. No won- 
der the U.S. Congress has decided 
to step in and force a rating system 


on the industry. 
F. Schnapp 
Calgary, Alberta 


1)No. word on anyone from 
Electronic Arts about a sequel to 
Sherlock, which is warranted. The 
first game was pretty tasty. 

2) The fix for Outpost is in produc- 
tion. Registered users will receive a 
letter that will inform them of how 
they can get hold of it when the pro- 
duction is finished. 

3) 42? | wanted to say “Beer,” but 
my lawyer advised me against say- 
ing that. 

4) This is a pretty good idea. 
Suncom is among the joystick mak- 
ers that cater to the lefties, particu- 
larly the FX2000 stick that was 
hand-neutral. There are no plans for 
a leftie Phoenix, mainly because the 
production would need to be entire- 


e 4 
~. POWERED SPEAKERS 
*, % 
Wi 
A 


FOR THE POWER HUNGRY. 


 Situp. Lock up. Grab the stick. 


x Pull the trigger. Blast the 
~ Zurtrons. Escape 
> : sheouch hyper- 
space. Then cool 
coy) with some hot 
jazz. Feel 
= the sound? The 
= rush? The riffs? No? 
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ee are iyaisorgd tradema rks of Yamaha Corps en of America. 


You need a set of 
YST-M5 powered 
monitored speakers. 
Hungry for more? Just 
add a YST-MSW10 
powered subwoofer. 


The Phoenix: Is it t biased 
against lefties? 


ly retooled, and would be incredibly 
expensive. 

5) It's back. Enjoy. 

6) Capsule reviews of all the games 
(which number well into the hun- 
dreds) would pretty much preclude 
us from covering anything else this 
month. 

7) | haven't heard of any TIE Fighter 
editors out there, but that doesn’t 
mean they don't exist. 

8) Good point, but to those who truly 
love Doom Il, it’s not mindless 
slaughter. For the serious player, 
Doom II is every bit as demanding 
as a Strategic, intelligent game as it 
is a “mindless blast-a-thon.” In fact, 
this is where most of the clones get 
it wrong. Doom II is great for minad- 
less carnage, but it’s even better for 
minaful carnage. 


Call 1-800-333-4442 for the 
launch base near you. Tell 


‘em you re power hungry. 
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Ever wanted to sail into the sunset? Visit 
ports of call known only to grizzled 18th 
century sea captains? 


Then let our unique first-person 
perspective and stunning 3-D graphics 
put the wind in your sails! Swashbuckle 
away as you trade goods, vanquish enemy 
ships and create routes to riches. Take 
time to gossip in local taverns, repair 
cannonball damage, and stoke up your 
crew’s morale. (A little rum, perhaps?) 


Chart your progress with our authentic 
navigational aids, and revel in a world 
long gone: Where fortunes are fiercely 
defended, and only skill stands between 
you and the deep blue sea! 


Features: 


Variety of goods to trade and 
passengers to carry. 

Command a crew of soldiers, sailors 
and apprentices. 

Defend against pirates and enemy 
men-o -war. 

Buy and enhance ships from 

several models. 

Highly intuitive interface. 


Dynamic pricing and political models. 


Strong replayability. 
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Travel the world in search of riches 


Impressions 


© Impressions Software, Inc. 222 Third Street, Cambridge, MA 02142 (BM PC Screenshots may vary 


Vistt exotic ports on many continents 


Lt 


Wing 
Commander III 
is obviously the 
biggest release 
of the year for 
Origin; it also 
happens to be 
their best. 


COMPUTER 
GAME 
REVIEW 


My God-It's Full of Stars 


NY Marrying Game with Moviem WCIML 


But once inside, 
his spirits rose 
slightly after a brisk 
introduction to the 
firm commander of 
this vessel, Captain Eisen. And the 
furry vision of his old compatriot, the 
renegade Kilrathi and talented pilot 
Hobbes, gave him a touch of hope 
for this posting and this ship. But it 
was no more than a touch. 

The vision of the burning 
Concordia, slowly slipping into the 
sea on a distant planet, wiped it 
away. First the Tiger's Claw, all 
those years and friends ago, and 
now the Concordia was gone too. 
He cradled little hope, for this new 
ship, for this old war or for his tired 
race. Over 35 years of bloodshed, 
and the Terran Confederation and 
the Kilrathi Empire were no closer to 
peace or to each other’s throat. 
Billions were dead and dozens of 
once-verdant planets lay in ruin, all 
to feed the blind bloodlust of a war- 
rior race, raging at outsiders to 
avoid cataclysmic internal strife. 

Colonel Christopher Blair wasn’t 
depressed; he kept a high standard 
of personal morale and expected 
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A blazing corona surrounds a 
ship that is struck. 


others to do the same. Still, a weari- 
ness of the soul had crept into his 
bones, catching stray hopes in its 
dirty grey webs and devouring them 
quietly in the night. Odd, though; he 
sensed no lack of purpose in the 
Victory. Perhaps a small fire still 
burned in her belly, flickering some- 
where deep within her senescent 
hull. Perhaps here pilots still flew 
with purpose; perhaps here the 
crew still worked with pride. If he 
were accepted as their command- 
ing officer, given a chance to work 
toward a goal again, some of that 
saltant and hidden flame might 
rekindle a dormant spark in him. 

After a quick survey of the now- 
empty flight deck, he took the stairs 
to Flight Control, expecting, possi- 
bly, to discover a rich vein of fire, a 
blaze to supplant all he had lost, a 
bonfire to occupy the space that 
was emptied when Angel left. 


_ senses. 
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Turn off the cockpit for best all-around visibility (and frame rate). 


n old ship for an old warrior. The TCS Victory hung 
quietly in space, nestled among its escorts, drifting 
amidst the silent roar of the stars. Or so it seemed 
from the shuttle bringing a weary Colonel 
Christopher Blair to the aging but proud carrier. 


Take a passing glance at your 
ships as you autopilot by. 


Finally, Wing 
Commander III 


King of dozens of lush previews 
and master of anxious expectations, 


‘the highly touted successor to the 


Commander series has arrived— 
and what an appearance it is. Still, 
for the uninitiated, let’s run this one 
by the numbers. 

The original Wing Commander 
was a shining jewel at the end of the 
80's, the original movie-cum-game 
package (emphasis on the game). It 


tracked the fortunes of the then- 
unnamed hero as he rose from a 
lowly 2nd Lieutenant to Lieutenant 
Commander on the TCS Tiger's 
Claw, fighting the good fight for the 
survival of humanity against the 
aggressive feline race known as the 
Kilrathi. The blazing-action flight 
missions were intercut with comput- 
er animated scenes in which the 
hero spoke with various other char- 
acters (including the noble Paladin 
and the overeager Maniac), sharing 
hopes, gossip and loyalty. 
Rudimentary by today’s standards, 
WCI struck the nerve that designer 
Chris Roberts hoped it would: The 
desire to star in your own space 
opera and have the universe wrap 
itself to your whim. 

A couple of years later, Wing 
Commander II burst onto the scene. 
While WC aficionados had been 


The movie part of movie-cum-game 
was being explored, and explored 
rather well. 

For example, the jolly old Tiger's 
Claw was gone, suddenly destroyed 
by a new and secret Kilrathi tech- 
nology in the introduction. The still- 
unnamed hero was unjustly 
accused of dereliction of duty, bust- 
ed back in rank, and sent far away 
from the front. Fair? No. Fun? You 
wouldn't think so. . .until you get 
caught up in the campaign to 
restore your status as a hero and a 
leader of humans. A largely new 
cast of characters awaited for limit- 
ed interaction, including the blos- 
soming of a love affair. 


Among the Stars 


Enter WCIIl. Now, a few years 
after the release of WCIl, we are 


Find and talk to your pilots, 
like the redoubtable Hobbes. 


and Jennifer MacDonald. And this 
list omits a dozen other fine actors, 
nearly all of whom turned in strong 
performances. 

Lest you turn away in disgust at 
another fine game burying itself in 
scads of silly digitized footage, real- 
ize this: Chris Roberts and the rest 
of his huge production and design 
team have succeeded in their 
promised aims. The full motion 
video is seamlessly integrated into 
the game, and is breathtaking in 


I'll make no bones about it: WCITI is the 


second best game of the year—and without 
my prejudices it might well be the best. 


kept warm by the release of mission 
packs for the original, nothing could 
have prepared them for this. WCIll 
featured stunning graphics and 
excellent game play. Even better, 
there were more missions that were 
tougher as well as more interesting. 
Most surprisingly, though, was the 
slow realization for many players 
that the plot of the game had deep- 
ened beyond cardboard; characters 
were being seriously defined and 
the plot was unfolding with care. 


wowed yet again by a leap even 
more quantum than between | and 
ll. Gone is the animated action of 
the unnamed hero; in his place is 
the quintessential space jockey, 
Mark Hamill. The surrounding cast 
is similarly cast anew, with heavy- 
weights like Malcolm McDowell, 
John Rhys-Davies and Tom Wilson 
breathing life into characters creat- 
ed previously in the series. New 
characters are portrayed with simi- 
lar fire by actors like Jason Bernard 


Quell Vagabond’s fears in between missions to maintain morale. 


both in its technical quality and in its 
cinematic quality. Anyone who can 
watch the fifteen-minute intro and 
not feel as if they’ve stepped into a 
good sci-fi movie, wouldn't know 
space opera even if a Star 
Destroyer ran them down. 


The Game, Boss! 
The Game! 


But, as in previous WC incarna- 
tions, the storyline exists side-by- 
side with an action game. The ante 
is upped here as well. Players 
blessed with a powerful Pentium will 
enjoy crystal-clear and quartz-sharp 


Keep your eye out for two 
possible love interests. 


Wing Commander Ill 


eart of the Tiger 
By Origin 


12940 Research Blvd 
Austin, TX 78750 
(512) 335-5200 
Fax: (512) 331-9558 


AVERAGE SCORE 


486/50+, 8 Meg RAM 
2x CD-ROM, VGA 


Controller 
Mouse, Keyboard, Joystick 
Hard Drive Space 

10 Meg 
Number of Players 
One Player 
Available For 
PC and compatibles 
Designed By 
Origin Systems 
Distributed By 
Electronic Arts 


Street Price 
$59.99 ($100 Premiere Ed.) 


COMPUTER 
GAME 
REVIEW 


| Originality 


18 


Playability 


82 


Visuals 


98 


Audio 


83 


86 


Originality 


WA) 


Playability 


92 


Visuals 


95 


Audio 


95 


93 


Originality 
Playability 


80 


Visuals 
Audio 


94 


79 


ME 


I'll make no bones about it: WCIll is the second best game of 
the year—and without my prejudices it might well be the best. 
Nothing can prepare you for the immense rush that watching 
such beautiful footagesamd engaging acting come to life on 
your screen giveg YOU. EVEh of @ 486/66, the cutscenes are 
flawless, both teghnically and aesthetically. The script and 
dialogue are HollyWOod \@Uality, @nd the acting and direction 
is stronger than "anya recent Movie, FOr this product, this 
stuff isn't flash: It Sap integtal part Ofhe story. But the game 
play itself is atwordh¥ Suiccessom to the brilliant WCIl. 
Unfortunately, its ™@auity Comes @ta@ high price. Only a 
Pentium can coax thesbest out OMMIS@ame: 486s, even 66s, 
run combat in a choppy fashion. It’s playable, but not perfect. 
That processor overrun costs WCIll a few points in my eyes, 
but it's still far and away the best game released since X- 
COM. If you loved WCIl, get this game. Now. - Kevin 


Wing Commander Ill is obviously the biggest release of the 
year for Origin; it also happens to be their best. The SVGA 
graphics are excellent, and the VGA graphics are none too 
shoddy either. As.igmugual for Origin they are pushing the 
technological envelope; this gam¢@ is Good on a 486-66 with 
8MB RAM, but YouIPind Optimal performance with a 16MB 
Pentium. It ran Well of OUr neW Péntiim with only 8MB, 
although | spent@boutithree hours trying to eke out all of the 
high memory it PeQuired: 1 yoU funwinto the out of memory 
error and YOU NaMe@eaaS0UNd (Blaster 16, this might fix your 
problem: Edit Your AUTOEXEC"BAT fife so the SET 
BLASTER statem@ntuises the same ftimber for its D and H 
parameters (i. é., if it says A220 15 D1 H5 P330 T6, change it 
to A220 15 D1 H1 P330 76). The acting talent is nothing shy 
of stellar, and the sound and music are truly superlative. A 
must-have. - Ted 


sometimes games have a hard time living up to their hype. 
Players who are awaiting its release have some insight into 
the products potential from its predecessor maybe, or pre- 
view and behind-thesseenes articles in magazines. Wing 
Commander III night bé better than you think. First, the video 
iS, with no overgtaling;"aS Good a§ anything out of Hollywood. 
The reason is pfOfeSsidAal actors'as Well as top quality pro- 
duction. This is WG@eO"that 1S a¢tually enjoyable to sit through 
without agonizinQa@ get to thelaction: The sGenes are not too 
lengthy, and areyan.equal partorthe’dame, creating a good 
balance. As mu@h aS the comPat’sifiulatior is impressive to 
look at, it does nOPRNEN a 486/66 VEry Well at all. You can 
turn a lot of the detail off or switch back to VGA graphics, but 
after witnessing, even if briefly, the SVGA side, it’s painful to 
switch back. Yet it was strange how, even through choppi- 
ness, | thoroughly enjoyed the combat. - Tasos 


Not only can you now select 
your wingman. . . 


SVGA graphics during the space 
combat scenes. True to form, 
Roberts has advanced the storyline 
a few years since the last install- 
ment, and bad things have hap- 
pened off-screen. The Concordia, 
the majestic fleet carrier on which 
the hero served during WCIl, is a 
flaming wreck. Colonel Devereux, 
last game’s love interest, is interned 
on Kilrah, although Blair does not 
know this at the beginning. The 
character of fighter warfare has also 
changed. 

Gone are the plenipotent Phase 
Shields that surrounded enemy 
capital ships in WCIl, rendering 
them immune to harm from all fight- 
er ordnance except for unwieldy tor- 
pedoes. Bombers still carry torpe- 
does, but regular fighters can dam- 
age major ships with main guns and 
regular missiles again. In fact, the 
guns are even more useful since the 
advanced targeting computers can 
pick out individual gun turrets on the 
ship, allowing it to be selectively 
declawed before the kill. 


-_ 


Home sweet home. Note the turret targeting in yellow brackets. 


Wing Commander ITT might be better than 
you think. First, the video is. . .as good as 
anything out of Hollywood. 


THUNDESAL.T VE 


Ay ut you can also select the 
ship to fly on each mission. 


Four basic fighter types are avail- 
able for the player’s use: light fight- 
er, medium fighter, heavy fighter 
and bomber. Also true to Robert’s 
previous designs, a special new 
fighter teases the player before dis- 
appearing until a crucial point in the 
plot requires it again. Unlike previ- 
Ous missions, however, Blair is now 
able to select not only which wing- 
man he flies with, but also which 
ship the mission will be flown in. 


Using a Buzzword 


The term interactive movie is cer- 
tainly overused these days, but 
WCIll fits that bill perfectly. Some 
identification has been lost with the 
hero, since Hamill provides a face 
and character; but players will prob- 
ably not mind being the Blair that 
Hamill presents: strong, forceful and 
heroic. All in all, WCIIl reaps what 
the previous installments in the 
series have sown: rich characters, 
Ongoing plot, and white-knuckle 
space combat. 


fou can hear your breath 
“our boot p ounding on metal s 
_ There's onlyone ‘way out. 
20 more feet...5...1 


ta Hl ereen alien ie d , 
§ at you with a spear, leaving yo 
ximately 08 seconds toact, 


hismay be a good fimeto °° 
mention the superior processing speed 
"ofa Power Macintosh 


For vastly superior game play, arm yourself with a Power 
Macintosh” computer. It offers better graphics, smoother 
animation’ and, in some cases, the chance to meet 
those from cultures intriguingly unlike your own. 


In fact, games for Power Macintosh are like nothing on 
this planet. But see for yourself. Call 800-538-9696, and 
RM welll be happy to tell you where you can get into a 
: - came. But not, alas, how to get out of it. 


Power Macintosh Apple a 


When « onmpared lo [he sanie EUIMeES TUNING ON OOK ere 1dcin COM) ilers L995 Apple Computer. [11 {ll rights reserved IPP [he Ap) He | G0 aNd Vacintosp ay egisiered ITUdeMATRS AN¢ / Power Macintosh ts a lrademarr of {pple ( omputer, Inc 
he product names and logos of all games featured are trademarks or registered trademark {heir respective ies. AU 
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Operation Europe: 
Path to Victory 1939-45 


By Koei 


1350 Bayshore Hwy 


Suite 540 


Burlingame, CA 94010 


(415) 348-0500 


AVERAGE SCORE: 


386 or faster, VGA, 2 Meg 
RAM, 1xCD-ROM 


Controller 


Mouse or Keyboard 


Hard Drive Space 


3 Meg 


Number of Players 


1-2 Players 


~ Available For 


PC and compatibles 


Designed By 


Koei 


Distributed By 


Koel 


Street Price _ 


$49.95 


COMPUTER 
GAME 
REVIEW 


Rewrite the history 
of Europe during 
World War II. 


Yes, it’s time to march down the 
hallowed halls of World War Il 
again, changing things left and right. 
Now you can take command of 
either the Axis or the Allies in six dif- 
ferent historical scenarios in Koei’s 
Operation Europe. The scenarios 
include the battle for Normandy, the 
massive tank actions at Kursk, the 
war in northern Africa, the Battle of 
the Bulge and the rush for Berlin. 

After selecting the scenario, you'll 


You have the choice to watch 
the battle or command it. 


place historical officers in command 
of various portions of your army— 
men like Patton, Rommel and 
Zhucov. Place strong talent in both 
Operations and Intelligence; Special 
Forces will play a part in the battles 
ahead with contributions like cutting 
communication links and assassi- 
nating enemy commanders. 

When in the battle, give orders to 
either the division commanders or 
to each unit individually. When in 
striking range of the enemy, wait for 
the results or command the troops 
yourself in a phased-time combat 
sequence. Don't forget to call in the 
airstrikes beforehand, and to 


arrange supply drops afterward. 


Pass orders down through the 
ranks to make your job easier. 


Originality 


41 


Playability 


60 


Visuals 


24 


Audio 


00 


Manual 


82 


Originality 


50 


Playability 


86 


Visuals 


76 


Audio 


78 


Manual 


80 


Originality 


53 


Playability 


08 


Visuals 


70 


Audio 


72 


14 


Mr Hitler Goes to Paris 


Koei usually manages to get just about everything right in 
their military strategy games. Unfortunately, | think OpEu has 
slipped a bit in areas where slippage can be ill afforded. 
While, traditionally, Koei games have had a very small num- 
ber of scenarios mSiéiimihree Opsfouwethis has been no 
handicap since ine play iiselh diverG@d SOstrongly so quickly. 
But OpEu is tod Mamowl t0Cused; ach Battle starts out with 
the same forcesifthe same pdsitions: Thuis, the six scenar- 
los, while largeg@rent tasce! @hOugl 10) ensure massive 
replayability. AlsO; Wash Nas) never been a Koei trademark, 
but there's little @x@Use40r the ¢ruide and simplistic graphics 
used in the MairNGGR@@ASeirs time to Udall, guys. That said, 
OpEu is still a stromgmilitary simulation. The ability to fight 
any battle tactically or strategically still makes for a great 
wargaming experience, even if the tactical scenes in OpEu 
seem a little less crisp than the Koei standard. All in all, a 
strong experience for the wargamer. - Kevin 


Koei has been using the same basic graphic engine on their 
strategy games for. . .well, | guess forever. While | might ask 
them to think about upgrading it, it’s still very serviceable, and 
it works well in Operation Europe. The unit types are diverse 
enough to offer 2 j@l@hG6ch a ttlesforeembanpreciate Koei’s 
efforts to give thé Gamer Some aspect of fealism: You must 
resupply your UNKSSOINchWISe they ITA Out of food, gas and 
ammo. The specialterces and"aOperations pulidowns on 
the menu can get y@UOubOhsome tighispots; recon patrol of 
an enemy unit CaM@Aelp GWE Vou some idea of what forces 
youll need to eff@Gtively eounte r it WAIe’ sabotage and carpet 
bombing strikes agaimSheiies williSOMen up the enemy units 
residing therein. The Thtéttace is well designed, and the man- 
ual Is organized very well; the only thing | wish they had 
included in the manual is some sort of unit description so you 
could figure out their uses before a battle rather than in the 
thick of It. - Ted 


As | read through the manual to learn how to play, | have to 
admit the level of detail was a bit overwhelming. I've never 
played a Koei game before, and the others tell me they all 
play similarly. Well, this was my induction. At first | was happy 
to see a tutorial indi Manual, wiiehwseusually the best way | 
to make what's i MME VESt OF the BOOK Make more sense since 
you have already GOnyour eet WelIEWas very lacking, and | 
didn’t get anythMiG@@foniisAll it AISGlsses is the different 
things you'll needa@@@O;nobhow OFWABA suppose with only 
a few scenarios you@an T@iveithe solute one of them. But 
a nice start would Mave/Deen appreciated, | really liked the 
way YOU Can ISSU@OM@EIS t0-a Daitalion, and that the abilities 
of your commanders TRake a differéRee to how the troops per- 
form. Also, the fact that you can get down to the battle level 
yourself if you want was a nice option, though | would have 
liked to have been able to take over myself once the battle 
started even if | hadn't selected to join in. - Tasos 


To find out where you can take a test run, give us a 
call at 800-538-9696. Then go strap yourself into 
the cockpit of an F/A-18, and be prepared. The 
animation won't jump, but you may have to. 


Games for the Power Macintosh’ computer have better 
graphics and smoother animation” Thanks to the siz- 
zling processing speed of the PowerPC” chip, they 
also deliver dismally timely, realistic payloads. 


Power Macintosh Apple - 


“When compared to the same games running on 68K-powered Macintosh” computers. © 1995 Apple Computer, Inc. All rights reserved. Apple, the Apple logo and Macintosh are registered trademarks and Power Macintosh ts a trademark of Apple Computer, Inc. 
PowerPC is a trademark of International Business Machines Corporation, used under license therefrom. The product names and logos of all games featured are trademarks or registered trademarks of their respective companies. All games sold separately. 
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Alien Logic: 
SkyRealms of Jorune 
By SSI 
675 Almanor Avenue 
Suite 201 
Sunnyvale, CA 94086-2901 

(408) 737-6800 


AVERAGE SCORE: 


Requirements 
486DX/33,1 Meg SVGA, 
8 Meg RAM, 1xCD-ROM 

Controller 

Mouse or Keyboard 


Hard Drive Space 
10 Meg 


Number of Players 
One Player 


Available For — 
PC and compatibles 


Designed By 
Ceridus 
Distributed By 
Mindscape 


Street Price 
$50.00 


COMPUTER 
GAME ; 
REVIEW 


Enter a vast alien 
world unlike any 
other: Travel to 
Jorune 


Over 3500 years ago, the first 
human colonists set foot on the rich 
world of Jorune. It was filled with 
exotic creatures and plants, with 
seemingly plenty of room for all. But 
the needed supplies from Earth 
never came, and the colony needed 
to grow. War broke out between the 
native Shanthas and the humans; 
the Shanthas’ near-magical ener- 
gies doomed the humans while bio- 


Combat is in real time, but you 
must fight intelligently. 


logical warfare slew most of the 
Shantha. Few survived. 

Today, Jorune is a different place. 
A dozen sentient species crawl 
across its jungles, warring for pre- 
clous technology and knowledge. 
You, our hero, are a lone human 
mutant seeking the salvation of your 
village. You must learn the ways of 
the Shantha, the energy manipula- 
tions known as isho. 

Alien Logic is a role-playing game 
based on the pen-and-paper RPG 
SkyRealms of Jorune. It features a 
real-time interface in a variety of dif- 
ferent Zooming modes, unrestricted 
exploration and conversational 


interaction with a variety of NPCs. 


Your map will prove useful at 
all stages of the game. 


Originality 


89 


Playability 


82 


Visuals 


81 


Audio 


76 
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Originality 


87 


Playability 


69 


Visuals 


72 


Audio 


7 


Manual 


50 


Originality 


90 


Playability 


84 


Visuals 


2 


Audio 


86 


Manual 
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\ There Are No Elves Here... 


This is a game that | like in spite of its glaring flaws. Yes, the 
interface is annoyingly slow. Yes, the game features its share 
(however small) of making our hero run, jump and fight in 
real time. No, there’s little help here for players who want a 
linear plot and whg@aWaint toabe tolddi@W t6¥de everything. Yes, 
conversations af@ WOneclad tree/Dranen affairs. But | love the 
richness and originality Of the Jorune setting, and | think that 
Alien Logic suc@@@ds, a@mirably in brifi@ing out that atmos- 
phere. | also loveiOn-linéax, wanderas-you-will games, and 
AL has plenty of tat. Even my treduent nemesis, real time, 
isn't such a bur@@A here. Compal i$ kept Slow enough that 
thought reigns OVEr Gexienty Neary every time, although 
reaction speed is stimportant. THe*Manual, unfortunately, 
explains only the basics, which makes for a difficult time in a 
world as different in this one. There are plenty of other minor 
complaints, but AL managed to pull me into its world, some- 
thing few other RPGs have managed to do. - Kevin 


I'd like to tell every designer to look to this game as the best 
way not to incorporate an interface. | question why the 
designers didn't do away with the intermediate step of a zoom 
map; it's completely unnecessary, except to prolong the time 
necessary to get fromponeupla cestoyanotier. This doesn’t add 
game play. The thi Step in the Zoom teattire is questionable: 
| can think of betléf Ways 10 dda depth of play than a side- 
scrolling view; you"wihd Up not sé much with an RPG as a 
video game. ThoughAme Story Wie tS Hem) much of it will go 
unplumbed by gam@fS Who are simply Bored to tears by the | 
incessant wanderin@ tat makessup most of this game. 
Combine this with €miianual that@iWes you almost no idea of 
how to increase character strengin, anid you have a recipe for 
frustration. It may be useful to note that the back cover of the 
Alien Logic manual features an advertisement for the Alien 
Logic Clue Book; | think most of our readers are intelligent 
enough to draw their own conclusions from this. - Ted 


Alien Logic creates one of the most innovative and imagina- 
tive worlds that I've seen in an RPG in quite some time. It is 
certainly refreshing that SSI decided to release something 
other than the same old AD&D stuff. Although the graphics 
are nicely done am@itne different raGeS "axe interesting to say 
the least, it could @6 Without thé mouth Mevement to mimic 
speaking. Like #6 peneieandsPaper counterparts of these 
games, it is younImagination that breathes ite into the world. 
Ridiculous lookigg animations distract you from providing 
something youn #magination could do better | was a bit dis- 
appointed that WHA Sugh @ ficlt and dynamic world there is 
very little interaction with i. The players part is either to kill a 
creature or talk to someone friendly, and the friendlies are not 
as interesting. The rest of the world—the allocation of spells, 
the creation of RoboDiggers for exploration, etc.—are fasci- 
nating conceptually but could use some work in how you use 
them. | look forward to a second installment. - Tasos 


This one you won’t 
want to miss. 


It’s been nearly three years in the making with a budget 
we won't even talk about. It employed a team of over a 
hundred people, including programmers, artists, musi- 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraft” 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland™ and The 
Bard's Tale™, our goal was to produce'a game every bit 


as innovative and unique. We think you'll like the results. 


Art and Stuff 
Graphically, the 
game is state-of- 
the-art stunning 
= - 4 (we're a little 
=<. =| biased but check 


out the screen- 


shots for yourself). 


We used a combination of live actors and computer 
generated creatures with Silicon Graphics environments 
and magical effects which were painstakingly rendered 
down to the finest crack, doorway and magical 
lightning storm. 


The Game's 
the Thing 
A combination of 
traditional role 
playing and 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with icaslenciahing, 
magic systems, character attributes and combat. It all 
comes together in a system that allows for quality story- 
as telling combined 
with a powerful, 
yet easy-to-use 
control system 
(intuitive without 
being watered 
down). 


© 1994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 
The Bard's Tale and Wasteland are trademarks of Electronic Arts. 


-ridors, treacherous 


on a work night. 


The Box, the Book and Story 
The packaging is every bit as cool as the game. 


Shipping in a special tombstone-shaped, hologram box, 


the package starts you on your quest “through dark cor- 


sewers and subter- 
ranean realms of 
faeries, magick 
and the living 
dead.” (We had 
to throw a bit of 
marketing hype in 


here somewhere.) Along with the skeleton hologram 


cover, you also get a limited edition, hard-bound 
Stonekeep novella by Steve Jackson and David Pulver. 


IZ, “By Gamers. For Gamers.” is 


Interplay’s slogan and 
Stonekeep is the kind of game 
we've always wanted to play. 

It looks cool, sounds great and 
tells a good story. It’s one 
of those games you'll 
stay up playing until 
three in the morning 


Basically, it’s just a ot 


of fun. 


A CD-ROM, Role-Playing a 
— for IBM and —" 


CyClones 


By Strategic Simulations 
675 Almanor Avenue 


Suite 201 


Sunnyvale, CA 94086-2901 
For orders: (800) 245-4525 


(408) 737-6800 


AVERAGE SCORE: 


Requirements: 


30, sig 


|). 


ESTERS 


a\ 


Hard Drive eSpace 
Number of Players 


One Plave 


ae poem For 
Designed By 
Distributed By 


linds 


| sol Price 


COMPUTER 
GAME 
REVIEW 


0al ‘d 


oF 


Putting a New Twist on the 
Doom-Style Genre 


The Earth has been going to hell 
for some time now, what with the 
depleted ozone layer, rampant pol- 
lution and nuclear proliferation. It 
was only a matter of time before 


~ people started figuring that the end 


of the world was coming. There’ve 
always been those who claim that 
our end will come from an alien 
race, but lately, those rumors of 
spaceships have been hitting a little 
closer to home. 


Searchin’ for the 
Aliens . 


All of the paranoia caused the 
U.S. military, along with some other 
heavy hitters to start up the 
Advanced Ideas Corporation (or Al 
for short). Among the jobs of Al was 
following up on rumors of alien land- 
ings, interrogating those who 
claimed to have been abducted and 


other UFO-related activity. The - 


hope was to prove the existence of 
an alien race. 

This came to fruition when an Al 
team discovered a crashed alien 
ship. However, the celebration was 
short-lived, as the massive force of 
alien conquerors streamed into the 
atmosphere a couple of days later. 

Humanity stood little chance, real- 
ly. It faced a well-organized, superi- 
or foe. Earth fought back only spo- 
radically, and when it did, the efforts 
were poorly planned and often trag- 
ic. Not much was left of civilization. 


Raising HAVOC 


The secondary mission of Al was 
to create a contingency plan for the 
human race just in case the aliens 
proved to be hideous, bloodthirsty 
creatures of incredible power. When 
the invasion started, Al had almost 
finished creating the prototype for 


A romantic, moonlit night and bad guys to shoot at. . . 


ust because you’ve got a high security clearance is no 
reason to brag. Sure, you get in ona lot ofthe fun 
secrets, but you also get stuck with the tough jobs. This 
time, all you’ve got to do is knock the alien invasion 
back to where it came from. No sweat, right? 


Incoming fire, and you’re ona 
catwalk. Not pretty. 


the HAVOC Unit, a suit of cybernet- 
ic enhancements and other gizmos. 
It was quickly placed into action. 

It has fallen to you to take com- 
mand of the HAVOC Unit. Your 
object is not to take on the aliens— 
there are simply too many of them 
for you to have much chance of sur- 
viving. You also need to do more 
than simply buy time for more 
HAVOC suits to be built. Even if you 
Stalled the aliens, there isn’t enough 
time, material or manpower to cre- 
ate even one suit. Instead, you've 
got to find the alien leader and kill it. 


THE BAD GUYS 


Not all of the aliens are actually 
aliens. The ones that you'll be com- 
ing into contact (and weapon range) 
with most frequently have been 
called CyClones. Evidence sug- 
gests that the CyClones contain tis- 
sue that was once human. They 
have been genetically altered dra- 
matically. While they still look 
human for the most part, nothing 
else about them looks normal. 

Additionally, the aliens have 


brought with them a number of crea- 
tures from their world. A ferocious, 
dog-like creature nicknamed a “pit- 
bull” is one of the more common, 
and their thick skin helps them resist 
most damage. Apes are big and 
powerfulthey have been known to 
rip apart lightly armored vehicles. 
Finally, wasps are only rumored, as 
no evidence of their existence has 
been found. They are rumored to be 
man-sized and equipped with a 
dangerous venom. 

The alien areas also contain secu- 
rity equipment in the forms of Gun 
Balls, Trackbots and Flybots. While 
only machines, each one is capable 
of causing significant damage to the 
HAVOC trooper who wanders clos- 
er than caution would dictate. 


Enemy machinery will be 
located just about everywhere. 


need to complete your mission and 
helping you identify the objects and 
creatures you encounter. 


The Nuts and 
Bolts... 


While CyClones does pay some- 
thing of an homage to Doom and 
Doom Il, the control scheme is 


No wonder credits aren't 
given; it makes Clutch Cargo 
look like Masterpiece Theatre. 


As you might expect, any chance 
at taking one of the alien creatures, 
live or dead, needs to be given the 
highest priority. 


Getting Where You 
are Going 


Before each mission, you'll 
receive a briefing from the Al team. 
In each case, you will be alerted to 
many of the dangers that you will 
face. Your objectives will be spelled 
out for you, so that you can go into 
each area with as much of an 
advantage as possible. 

Once inside a mission, you've got 
a three-dimensional map that you 
can access at any time. You can 
also use the map to see other parts 
of the building you are in. Your HUD 
will assist you greatly as well, keep- 
ing you informed of the items you 


That’s a pitbull, and this is 
about as close as you can get. 


entirely different. The numeric key- 
pad is used for the various move- 
ment functions including ducking 


Use your HUD to keep track of 
what is going on around you. 


and jumping, while the mouse is 
used as a method of accessing 
doors, your inventory and for arming 
and firing your weapons. You can't 
assume that the game will aim for 
you anymore; you've got to target 
and target well, since hitting an 
enemy where he’s armored wont 
do much good. 

Doors open with a simple right 
click of the mouse, while your 
weapons can be accessed by right 
clicking at the bottom of the screen 
or with the function keys. For- 
tunately for you, you can carry 
around repair kits for your armor 
and medical kits for you. Now if you 
could just find that alien leader, you 
might get out alive. .. 


Originality 
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Playability 
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Visuals 
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Audio 
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Audio 
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Manual 
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Originality 


68 
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Visuals 


80 


Audio 
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Manual 


81 


CyClones is a rare breed in the glut of first-person action 
games in this post-Doom era; it actually shows some thought, 
planning and originality, though not enough to make this 
game anything other than a well-done rehash. The mouse- 
based reticle co : 

once you have, 
real weapon. 
learnable fairly 
cramping. The ig 
have seemed ¢ 
Rounding off th zed video brief- 
ings featuring, hi’ In any computer 
game ever conceived=t goes far beyond painful and ends 
up being embarrassing to watch. No wonder credits aren't 
given; it makes Clutch Cargo look like Masterpiece Theatre. 
Beyond that, wander through installations, pick up weapons, 
kill things. You Know what to do. - Kevin 


ing aiming with a 
SS evocative, but 
e inevitable hand 
n idea that must 


Y'know, the money that was spent on incorporating video into 
this game would have been a lot better spent incorporating a 
basic text spew. | felt personally embarrassed for the three 


interface and d 
action is easy t 
sound is rather 
with, the video 
and the game w 
good idea gone e, the colors are 
garish and there is nOf€nough nigh-res detail to allow you to 
understand what you're looking at. A simple 360° rotational 
control would have helped out a lot here. Fortunately, there is 
a lot of game play for the money, and the replay value is 
decent, though not incredible. -Ted 


op in mid-sentence 
he automap is a 


Initially, | was not too pleased to find that | was forced into 
having to use the mouse to control with, since | have become 
accustomed to playing Doom with only the keyboard. Still, 
since CyClones uses a targeting reticle to aim | had to get 
used to it. : : es seem to take 
more damage t tomy, using the 
mouse to aim é t element to an 
already saturated ated a technique of 
firing from partial 
the far side of y« 
ter. However, | 


t down the cen- 
were not smart 

g a corner of the 
where many items 
were often too scarce, their stupidity had to be used against 
them. They were smart enough to sometimes hang back 
instead of coming after you at times when they would then 
lose the advantage. -Tasos 


COMPUTER 
GAME 
REVIEW 


‘UNIVERSAL 
NEVERLOCK’ By 
pass document 
checks on more 
than 500 comput- 
er games that you 
own! Safe and easy 
to use even for 
novices. It's menu 
driven. Just point 
and shoot. Never 
be locked out of 
your own software 
again! Winner of 
BYTE Magazine's 
Aug. ‘94 Poumelle 
Award. $39 


FREE 


SHIPPING! 


Place an order for an out of 


stock 


item and 


recieve FREE 


overnight shipping when _ prod- 
uct becomes available. Handling 


$2 per shipment. 


“Excluding Hardware 


4 Plx Quad Spd EXT $559 
Adv Gravis Ultra Max $179 
Altc ACS 300 Sp Subw $239 
CH Flightstick $35 
CH Flight Stick Pro $57 
CH Game Card 3 Auto $25 
CH Mach 3 Joystick $25 


CH Pro Pedals $75 
CH Pro Throttle $89 
CH Virtual Pilot Pro $75 
Cyberman $54 


Fit Stck Pro XWing Bndl $72 
GMK Template each $11 
Gravis PC Game Pad $19 
Gravis Phoenix Joystick $98 
Jazz J-351 Speakers $43 
Jazz J-590 Speakers $59 


Joyswitch $38 
Labtec CS-800 Spkers $32 
Logitech Wingman $26 


Logitech WingMan Extr $45 
MS Natural Keyboard $91 
NEC 4XI Intrni CD Dr $405 
Notebook Gameport $42 
PC Virtual Golf Club $119 
Reel Magic Lite $275 
Reel Magic Vid Upgrd $342 
SBstr16 ASP wSCSI-2 $196 
SBister 16 MCD ASP $177 
SBlaster 16 Value $105 
SBlaster 32 AWE $263 
SBistr 32 AWE Val. Ed. $169 
SBistr Discvry CD 16 $249 
SBlaster Edut.CD 16 $426 
SBistr Gamblstr CD 16 $379 
SBlaster Omni CD 4X $412 
SBistr Omni CD Dr 2X $207 
SBistr Omni CD Dr 3X $329 
SoundBlaster Value $57 
SoundMan Wave $125 
Teac Spr Quad CD Dr $342 
Thrust Driving System $111 
Thrust F16 TQS Thrtle $112 
Thrustmaster FCS Pro $99 
Thrust FLC Systm F16 $112 
Thrust Fight Sytm Mrk 1 $59 
Thrust Game Crd ACM $25 
Thrust Rudder System $99 
Thrust Wpn Syst Mrk 2 $90 
VFX 1 Vrtal Rity Hdgr $949 
Vivid 3D Plus Sound $72 


Vivid 3D Pro $105 
Vivid 3D Sound $55 
Vivid 3D Studio $105 


CGR:FEB 1 


7th Gst 2: 11Hr Ltd CD $56 
7th Gst 2:11Hr CD $51 
Alone inthe Dark 3 CD $48 
Benth a Steel Sky CD $41 


Bioforge CD $44 
Blackthorne $29 
Blackthorne CD $46 
Blind Date CD $42 
Blood Society CD $34 
Bloodnet CD $41 
Body Count $29 
Buccaneers CD $48 
Bureau 13 CD $39 


Cadillacs & Dinosrs CD $49 
Castle Wolfstein CD 6 $42 
Chaos Continum CD $36 


Corridor 7 CD $29 
Creature Shock CD $39 
Cyberia CD $45 
Cyberwar CD $48 
Dark Forces CD $46 
Darkseed 2 $42 
Death Gate CD $32 
Digital Drleamware CD $24 
Dinonauts WIN $24 
Doom2: Hel on Erth CD $44 
Dragonsphere CD $24 
Earth Invasion WIN $19 
Flash Traffic $24 
Evolution CD $29 


Frtrss of Dr. RdiakiCD $34 
Frdy Prk Fnr Phmst CD $32 
Frdy Prk Fnr Phrmst2 $44 
Freelancer 2120 CD $41 
Full Throtle CD $42 
Gabriel Knight CD $39 
Gateway Collct 1&2 CD $36 
Goblins 1, 2, or 3,CD $19 


Harvester CD $44 
Heimdall $17 
Heretic CD $46 
In Extremus $42 
H.O.F Lgd Krnda2CD $39 
Inca 2 CD- $19 
Inca 3 CD $39 
Inherit Earth DOS or CD $32 
lron Helix CD $56 
Isle of the Dead CD $18 
Jagged Alliance $46 


Journymn Prj Spe EdCD $39 
King’s Quest 7 CD WIN $48 
King’s Ransom $33 
King’s Ransom CD $33 
Labyrinth of Time CD $24 


Lgend of Kyrnda3CD $39 
Lgend of KyrandiaCD $32 
Leisure Suit Larry 6 CD $44 
Lisure Suit Larry7CD $44 
Lisr Suit Lary Anth CD $47 


Loadstar CD $49 
Lost Eden CD $39 
Lunicus CD $42 
Man Enough CD $34 
Martian Memoradum $24 
Mission Critical CD $34 
Myst CD $46 


Nerves Steel DOSorCD $22 
No World Order CD $24 
Noctropolis CD $47 
Nomad CD $36 
Operatn Body CountCD $29 
Out of this World2 CD $45 


Pagemaster CD $39 
Phantasmagoria CD $49 
Police Quest 4 CD $44 
Police Quest 5 CD $48 


Psychotron MPEP CD $38 
Quantum Gate WIN CD $45 
Quarantine $35 
Quest forGloyy4CD $44 
Quest forGlory5CD $44 
Relntls Twnsns Adv CD $44 
Rtrn to Zrk Zrk Anth CD $44 
Rise of the Triad CD $42 
Robot City CD $48 
Sam & Max Hit the Rd $19 
Secret Monkey Is CD = $21 
Secrets of Stargate CD $28 
Shadow Caster $18 
Shadow of Comet CD $29 
Shadw of Cairn WIN CD $39 


Simon the Sorcerer $18 
Spaceship Warlock CD $29 
Spawn $42 
Star Reach $36 


Star Trek 25 Annivrsary $26 
Star Trek Jdgmt Rts CD $42 
Str Trk TNG Col. Ed CD $79 
Str Trek: S.F. Acdmy CD $48 
System Shock $44 
Jrymn Proj S.E.WIN CD $39 
Under a Killing Mn CD $54 
Voyeur CD $46 
Wing Comd Ultma 6 CD $29 
Wolf: Hunt be Hntd CD $39 
Wrath Gods CD WIN $44 
Yserbius $26 
Zombie Dino CD $40 


‘THE. ‘PURE 
WARGAME: 
DEATH FROM 


ABOVE’ is the first 
in a new series 
from QQP. It's 
designed to give 
you control of an 
extremely accu- 
rate rendition of 
the greatest air- 
borne assaults 
in WWe2. Offers 
command of Axis 
or Allied forces & 
authentic Battalion 
insignias. $29 


TIE FIGHTER 
CAMPAIGN _ 1: 
DEFENDER OF 
THE EMPIRE’ The 
next chapter in the 
TIE Fighter saga 
continues — with 
you piloting the 
Imperial star-fight- 
er in more thrilling 
Star Wars mis- 
sions. Offers four 
new historical mis- 
sions, three new 
battles and a con- 
tinuation of the 
storyline. $19 


1830: Rirds & Rbbr Brn $34 
1830 Rird&Rbr Brn CD $34 
Advanced Civilization $34 
Battle Bugs $37 
Battles in Time $35 
Battle Isle 2200 CD $34 
Btl of Chickamagua CD $42 


Battles of Destiny $19 
Black Beard $34 
Breach 3 $34 
Buzz Aldrin R Spe CD = $39 
Castles 2 CD $48 
Celtic Tales: Balor Evil $39 
Civilization $34 
Civilization WIN $45 
Colonization CD $46 


Colonization Gold CD $48 
Command and Conquer $38 
Conquered Kingdoms $19 
Conquered Kingdoms 2 $36 


Darklegions $36 
Dead Zone CD $52 
Detroit $39 
Dominus or CD $38 
Dune 2 $28 
Empire Builder $36 


Empire DIx2WINCD $39 
Empire Dix Mstr Ed CD $22 
Fantasy Empires $19 
Fantasy Fiefdom CD $48 
Flight Commandr 2 CD $38 


Front Lines or CD $39 
Gazillionaire WIN CD $29 
Genghis Kahn 2 $34 
Grandest FleetorCD $32 
Hannibal $26 


Hammer of Gods CD = $39 
High Seas Trader or CD $39 
Hollywood Mogul or WIN$39 
Jagged Alliance CD $46 
Jaggd Allnce Spch Pack $22 
Jutland CD $29 
Kingdoms of France $34 
Kingdoms of Germany $34 
Kingmaker $32 
Koshan Conspiracy CD $19 
Legions WIN $34 
Lemmings 2: The Tribes $15 
Lemmings 3 or CD $35 
Lemmng Chroncl or CD $35 
Lords of RealmorCD $39 
Lost Admiral 2 $39 
Lost Vikings $9 
Machiovelli the Prince $37 


‘WING COM- 
MANDER 3: 
Heart of the 
Tiger’ In this 
astounding sequel, 
you're a squadron 
commander 
aboard the TCS 
Victory. You must 
end the Terran- 
Kilrathi — conflict. 
Features the abili- 
ty to quide personal 
morale, seamless 
melding of film 
and incredible SGI 
graphics. CD $54 


‘PENTHOUSE 
INTERACTIVE’ 
brings fantasy to 
the desktop. With 
the Virtual Photo 
Shoot you can 
have one of the 
most envied jobs 
in the world: 
Penthouse maga- 
zine photographer! 
Penthouse Pets 
star in a private 


photo session where you call the shots! Features high qual 
ity full-motion video action, a custom soundtrack and the 
most beautiful models in the world. Over 90 minutes of video 


to explore for hours of interactive enjoyment. 


CD $64 


Master of Magic orCD $39 


Master of Orion $39 
Millenium Auction CD $46 
Navy Strike or CD $40 


Opreration Crusader CD $39 
Otpst Pint ad on CD $33 


Outpost WIN $38 
Patrician $34 
Patrician CD $36 
Pax Imperia $34 
Perfect General 2 $35 
Pirates Gold WIN CD $24 
Pizza Tycoon $40 
Project USA CD $29 
Reunion CD $33 


Romance 3 Kingdoms 2 $24 
Romance 3 Kingdoms 3 $39 
Romance 3 Kingdoms 4 $39 
Rules of Engagement 2 $29 
Sabre Team CD $34 
Serf City: Life is Feudal $37 
Sid Meir’s Civil War $58 
Sim Ant $32 
Sim City 2000 $34 
Sm Cty 2000 Grt Distrs $14 
Sim City 2000 Windows $42 


Sim City CD $47 
Sim City Classic $25 
Sim Earth WIN $29 
Sim Farm $29 
Sim Health $25 
Sim Life DOS or WIN = $29 
Sim Town $34 
Space Hulk $19 
Space Miner $36 
Space Raiders CD $42 
Spaceward Ho! WIN $36 
Starship CD $39 
Star Contrl 2: Ur-Qn Mst $34 
Star Lord CD $39 


The Complete UMS $44 
The RogarinAgnd CD $39 


Theme Park CD $39 
Transport Tycoon or CD $48 
USS Ticonderoga $34 
Ultimate Domain CD $36 
Unnatural Selection $29 
Vikings 2 $36 
Warcraft or CD $39 
Warlords 2 $29 


Warlords 2 Scen Edit $29 
X-Com: Ter of Deep CD $40 
X-Com: UFO Defense $39 
Zeppelin CD $25 


AH-64 B Longbow $54 
Absolute Zero CD $40 
Aces of the Deep $44 


Aces of the PacificCD $38 
Aces over Europe CD $38 
Across the Rhine CD $47 
Across Rhine Exp Set 1 $30 
Across Rhine Gold CD $48 
Air Cmbt Pac. 1942 $19 
Air Cmbt Pac. 1942 CD $48 
A.C.U.S. Nvy Fghtr CD $47 
Air Hve Cntrilr WIN CD $39 
Air Warrior 2 or CD $34 
Air Warrior SVGACD = $35 


Armored Fist $43 
Armour Geddon $32 
Army Air Corps: 1942 $48 
Battlecruiser 3000 $43 
Battle of Britain 2 WIN $34 
Chopper Pack CD $38 
Chopper Strike $48 
Cyclemania CD $34 
D-Day:Oprtn Ovrird CD $39 
Dawn Patrol or CD $40 
Delta V CD $43 
Descent $31 
Descent Shareware $6 
Evasive Action $28 
Evolver $38 
FA18 Hornet CD $54 
Falcon 3.0 $29 
Falcon 4.0 CD $49 
Falcon Gold CD $50 
Fast Attack CD $48 
Fighter Duel Pro 2 $33 
Fighter Wing CD $39 


Fleet Defender F14 Tm $42 
Fleet Defender Gold CD $48 


Flight Light or CD $19 
Fight Sm T-Kit Ex Dsk 4 $19 
Flight Sim ToolKit $19 


Flight Sim Toolkt Scen 2 $19 
Flight Sim Toolkit W.W 2 $19 
Flight Unlimited CD $48 


Formula 1 $24 
Frontier Elite 2 $19 
Great Naval Batls 2 CD $39 
H.A.W.C. $32 
Indy Car Racing $30 
Inferno or CD $44 
lron Angel CD $44 
Jet Fighter $44 
Jet Fighter 3 CD $48 


Kawasaki Super Bikes $24 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, Hi, AK, APO, FPO $4 
per order. World wide airmail $6 per item. Handling $2 per shipment. Hardware orders 
may require additional shipping charges. Call for details. 


Visa, MC and Discover accepted. Check held 4 weeks. Money Orders under $200 
same as cash. COD $8. Defectives replaced with same product. Most items shipped 
same day. Shipping times may vary. Price/availability may change. All sales final. 


‘VAMPIRE'S 
KISS’ joumey 
through the com- 
dors of the vam- 
pire's ancient virtu- 
al 3D_ castle. 
Astounding interac- 
tive graphics allow 
you to search for 
the secret pas- 
sageway that leads 
to the vampires pni- 
vate chambers and 


find out the secret of the mystenous "Fountain of Youth". Your 
actions determine the outcome, but beware of things that go 
bump in the night — they just might suck more than your blood! 
This is a full screen, full motion adventure. CD $49 


-PANZER GEN- 
ERAL will simulate 
your mind & over- 
whelm your sens- 
es. Youre a 
German General in 
1939 with a fresh 
command in 
Poland. If youre a 
good leader, you 
might even plow 
through to Amenca 
in 1945. Offers 
VVVV2 film footage, 
stunning SVGA 
graphics, and 35 
scenarios. CD $39 


Lawnmr Man CD $35 Aegis: Gurdn Fleet CD $46 ADD Collectr Edit. Vol 3 $19 
Lode Runner CD $38 Aide de Camp $45 Al-Qadim CD $39 
M1 Tank Platoon 2 $44 Antietam Z-Lock Bag $15 Alien Legacy CD $39 
M4 Shmn Tnk Sim WIN $34 Battles of Napoleon $15 Amberstar $16 
Magic Carpet CD $43 Battle Stations $20 Arborea Jrny Iner Snct $34 


Max. Ovrkl Bnd! CD $42 
Max.O.MD 2 OvrEdg $32 


Arena: Elder Scrolls, | $39 
Character Editors Each $16 


Beyond Squad Leader $45 
Beyond Squad Lder CD $45 


Mech Commandr or CD $42 Blitzkrieg CD $39 Cobra Mission $29 
Mech Free: Irn Asit CD $39 Blue & The Grey CD $39 Curse of Azure Bonds $15 
Mechwarrior 2 $46 Campaign CD $35 Cyber Space CD $38 
Mechwarrior 2 Add-on $18 Campaign Miss. #1 $18 CyberJudas CD $48 
Mechwarrior 2 CD $46 Carriers at War 2 $39 Cyclones DOS orCD = $44 
Metal Tech: Battledrome $34 Charge of Light Brigade $12 Daemonsgate CD $19 
M.T. 2: Erth S.Spch Pck $20 CincPac: Midway $39 Drk Sun CD $49 
Metaltech: Earth Siege $44 Command & Cngur CD $48 Drk Sn 2: Wk Rvngr CD $49 
Mersft Fl.Sm5 Europ 1 $26 D-Day: Begining of End $39 Demon Hunter $42 
M.S. Fl.Sm5 Europ1CD $26 Dreadnoughts $32 Devil’s Gate CD $40 
M.S. Fight Sm5 Vegas $33 Dreadnoughts DIx $59 Disciples of Steel $34 
M.S.FI. Sm5 Vegas CD $33 Fields of Glory $37 Dragon Lore CD $47 
Mcrsft Flight Sim5 NY $29 Fifth Fleet $38 Dungeon Master2CD $46 
Mersft Fight Sim5 Paris $29 Fifth Fleet CD $39 Elder Scris 2 Dgrfall CD $48 
Mcrsft Fight Sm5 Prtind $33 Flight Commander 2 $38 Elvira 2 Jaws Cerberus $16 
M.S.FIl.Sm5 Prtind CD $33 Gettysburg $19 Eye of the Beholder3 $19 
M.S. Fl. Sm5 Scn9 Japn $29 Harpoon 2 $42 Flames of frdm MWii $12 


Mersft Fl. Sm5 Wash. $29 
M.S. Fl. Sim Fight Shp $36 
M.S Spe Simulator 1.0 $44 


Hrpn 2 Btle set 2 Wstpc $24 
Harpoon Classic CD $26 
Harpoon Clasc WIN CD $28 


Gtwy Svge Frntier $32 
Hell CD $45 
Hero’s Might Magic CD $39 


Mig 29 Gold CD $49 lron Cross $39 Hexx: Heresy of Wizard $29 
Nascar Racing CD $47 Kampfgruppe $15 Hunters of Ralk CD $54 
Phoenix Fighter CD $49 Last Blitzkrieg $40 Ishar 3 CD $33 
Power Boat Sim 3 $46 Napoleonics $34 Kingdms Far Rches CD $40 
Privateer $48 Oprtn Crsdr Wid at Wr 1 $36 Knights Xentar CD pg13 $39 
Privtr S. Op. Rghts Fire $19 Operation Europe $35 Knight of Xentr NR 18 $5 
Red B.A10 Tnk Kil CD $39 Panzer General $39 Lands of Lore $34 
Red Baron w/Mssn Bld. $29 Point of Attack 932 Legacy: Rlm Of Terror $39 
Renegade CD $48 Return to Falklands $28 Lord of Rings Vol 1,2 $19 
Sea Wolf $19 Second Front Zip Lock $15 Lords of Midnight CD $48 
Seal Team $26 Shiloh Zip Lock $15 Loremaster $19 
SimTower $42 Stalingrad Wid War Il $39 Menzoberranzan CD $47 
Star Crusader $33 Stalingrad PCMC CD = $39 Might & Magic 5 $19 
Starlord $39 Storm Across Europe $12 Pirates Gold $19 
Sub Btl Sim 2 Win CD $39 Tac Ops WIN $40 Pro Star $19 
TFX CD $36 Third Reich $34 Rvnift: Strahd’s Posesn $48 
Tie Fighter $45 Tigers on the Prowl $42 Realms of Arkania $25 
Tie Fighter Misn Disk 1 $19 To The Rhine $29 Red Crystal $19 


Tie Fightr Misn Disk 2 $19 V Vict Gld, Juno, Sword $34 Return to Ringworld CD $44 


Tower $42 V Victory Market Garden $29 Riftwar Legacy CD $23 
Train Engineer $29 V Victory Utah Beach $29 Rings Medusa Gold CD $23 
U-Boat 2 $36 V Victory Velikye Luki $29 Robinson’s Requiem $33 
Wing Commandr3 CD $54 USS Ticonderoga CD $34 Rome: Pathwy to Power $29 
Wing Commandr Acad $18 W.G.C. Set 2: Tanks $39 Shadow Caster CD $44 
Wng Cmdr Armda or CD $47 W.G. C. Set 2 Upgd 1.23 $5 Sherlock Holmes 3 CD $39 
Wings Glry Enhncd CD $44 W.G.C. Set 2 S 2-12 ea $15 Skyrealms Jorune CD $39 
X-Wing Collector's CD $46 Warpoint $36 Star Reach CD $36 


‘DRAGON LORE’ 
The traitorous, dark 
Knight Haagen Von 
Dia-konov has 
murdered your 
father, destroyed 
your castle and left 
you without pos- 
sessions. Its up to 
you to avenge your 
fathers death and 
become a Dragon 
Knight. Offers 3D 
rendered graphics, 
lifelike animation, 
and synchronized 


speech. CD $47 


‘CREATURE 
SHOCK’ You are 
mankind's last 
hope! You investi- 
gate the remains 
of a survey ship 
and discover that 
the only life forms 
on the ship are 
aliens waiting to 
kill you. Features 
two styles. of 
gameplay, _full 
screen 3D _ ren- 
dered animation 
and one-on-one 
combat. CD$47 


Star Trail: Rlms Arknia 2 $41 
Star Trk Deep Spc 9 CD $41 
Startrek: A Fn! Unity CD $49 


Stonekeep CD $49 
Stronghold $19 
Summoning $16 
Suprhero Lg. Hobkn CD $34 
Sword of China $42 


Syndicate Plus CD $40 
Ultima 6 False Prophet $19 
Ultima 7 Series CD $29 
Ultima 8 CD w/spch pk. $33 
Ultima 8: Pagan $26 
Ultima 8: Speech Pack $17 
Ultima Uworld 1 & 2 CD $29 
Ultima Uwrld 2 Labyrnth $19 
Ultima Uwld Stygn Abys $21 


Waxworks $14 
Witch World $42 
World of Xeen CD $40 


CD-! 200 Mgnavx Plyr $359 
CD-| 220 Philips Plyr $399 
7th Guest Digital Video $52 


Alien Gate $26 
Axis & Allies $44 
Burn Cycle $46 
Creature Shock $48 
Dark Castle $34 


Defender of the Crown $34 
Drgns Lair 2 Digit Video $44 


Earth Command $44 
Escape Cyber City $44 
Jeopardy $36 
Joker’s Wild! $36 
Kingdom Digital Video $44 
Laser Lords $44 
Lost Eden $48 


Mad Dog McCre Dgt Vd $52 
Microcosm Digital Video $44 
NFL Trivia Challenge $44 
Retrn Cybr Cty Dgt Vid $58 


Sargon Chess $36 
Shark Alert $44 
Space Ace Digital Video $52 
Surf City $34 
Tetris $30 
Third Degree $36 
Voyeur $44 
Zelda:Wand of Gamlon $44 
Zombie Dinos $36 


‘MAGIC CARPET 
Fly through breath- 
taking worlds on a 
magic carpet in 
your quest to 
become ruler of 
Arabia. When a 
wizard war splits 
the continent into 
many islands, you 
step in as Grand 
Vizier. Offers fantas- 
te 3D fight dynam- 
ics, 20 hazardous 
missions and 11 
different magic 
spells. CD $43 


*FREE GAME OFFER 


Spend the specified amount on any in stock software and choose a 
free IBM game from the corresponding list below. Offer subject to 
change or cancellation without notice. Valid from Jan 1st through Feb 
28th or while supplies last. Request must be made at time of order. 


SPEND $60 


Airborne Ranger 5.25, Falcon 3 Scen 2 MiG 29 3.5, Gunship 5.25, 
MacArthur's War 5.25, SDI 5.25, Power Hits Sports 3.5/5.25 


SPEND $100 


Battle Chess WIN 3.5/5.25, Cohort 2 3.5, DRAGON Force 3.5/5.25, 
Dungeon Master 3.5/5.25, Great Naval Battles Scen 3.5, Kronolog;: 
Nazi Paradox 3.5, MacArthur's War 3.5, Magic Candle 3.5/5.25, 
Mega Traveller 5.25, Pirates 5.25, Rail Road Tycoon 5.25, Return of 


the Phantom 3.5, Silent Service 2 3.5 


SPEND $160 


Alone in the Dark 3.5, Charge of the Light Brigade 5.25, Command 
HQ 3.5, Falcon 3.0 3.5, F15 Strike Eagle 2 3.5, Ultima Underworld 


2 3.5, Warlords 5.25 


500 CC Race Bike 
Breakthru WIN 


$29 
$35 


Drgns Lair2 Tm Wrp CD $39 


Drug Wars CD 
Lode Runner WIN 


Lode Runner WIN CD 
Mad Dog McCree 2 CD 
Monty Pythn’s CWT CD 


Mortal Kombat 
Oxyd Magnum 
Raiden 


Rise of the Robots CD 


Space Ace 2 
Tubular Worlds 


All Amer. Col Ftball ‘94 
Barkley Shut Up & Jam 


Blood Bowl 


Front Page Football Pro 
Front Pg Sprts Baseball 


Hard Ball 4 CD 
Links Pro 486 CD 


Links Pro 9 Big Horn 
NFL Challnge Prem Ed 


NHL Hockey 


Unnecesry Roughns ‘95 


7th Guest 2: 11th Hour 


Aces Over Europe 
Aircombat Pacific 
Colonization 

Dark Sun 2 

Doom 2 

Fleet Defender 


Lord of the Rings V2 
Legend of Kyrandia 3 


Master of Orion 
Outpost 
Lemmings /disk 
Lode Runner 
Mechwarrior 2 
Panzer General 
Sim City 2000 


Tie Fighter Strtgy Guide 
Under A Killing Moon 


V Victory 


$35 
$38 
$39 
$39 
$54 
$24 
$36 
$29 
$46 
$34 
$36 


$38 
$42 
$34 
$29 
$44 
$34 
$49 
$19 
$59 
$43 
$34 


$16 
$16 
$16 
$16 
$12 
$16 
$16 
$12 
$16 
$16 
$16 
$18 
$16 
$16 
$16 
$16 
$16 
$16 
$16 


Wing Comendr Armada $12 


X-Wing Collecters CD 


$16 


Come Play With Me CD $36 
Cyber-Peep Intrctve CD $19 
Desktop Mistress CD $49 
Desktop Voyeur V. 1 CD $49 
Digital Dancing CD $32 
Dream Girl CD $28 
Dream Machine CD $54 
Encycledia of Sex CD $49 


Girlfriend Maria $39 
Girlfriend Teri (R) $49 
Hot Slots CD $39 


Intret Adit Smp!| Win CD $12 
Intract Adv Smre Butts 2 $58 
Interntnl Strip Poker CD $24 
Intimate Journey CD $24 
Ladies Clb Pkr Nght CD $26 
Midnight Stranger CD $45 


Neurodancer CD $39 
Nightwtch Intrctve 2 CD $39 
Paradise Club CD $39 
Party Time CD $19 


Penthouse Intreve 3 CD $59 
Scisors N’ Stns Win CD $29 
See Some 3 Some CD $39 
Sexy Slot Machine CD $24 
Sorority House CD (R) $36 


Space Sirens CD $49 
Spy Club (R) CD $49 
Strip Poker Pro (R) $29 
Vampire’s Kiss CD $49 
Virtual Director CD $49 


Virtual Valerie 2 CD $42 
Virtual Vibrations CD $12 


Virtual Vixens CD $39 
Virtually Yours CD $49 
Wanderlust CD $44 


Winner TAkes All CD $39 


Amateur Models 2CD $30 
Amoros Asian Gris CD $32 
Blond Justice CD $25 
Cat and Mouse CD $39 
Dirty Adult Crtoons CD $34 
Hidden Obsessions CD $25 
Immortal Desires CD $25 


Love Bites CD $26 
Passion Toys CD $19 
Sharon Starlet CD $24 


Taste of Erotic smplr CD $8 
Urotsukidoji CD 3CD’s $65 
Wicked Whispers CD = $29 
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Dawn Patrol 


By empire Interactive 


13220 Wisteria Dr. 
Bay N-2 
Germantown, MD 20784 
(301) 916-9302 
Fax: (301) 916-0437 


AVERAGE SCORE: 


386/25, 256k VGA, 
3 MB RAM. Hard Drive 


Controller 
Mouse, Keyboard, Joystick 


Hard Drive Space 
20 Meg 


Number of Players 


One Player 
Available For 
PC and compatibles 

_ Designed By 
Rowan 
Distributed By 
empire Interactive 


Street Price 
$54.95 


COMPUTER : 
GAME : 
REVIEW 


No, It a Different Flying Cireus, 


Take on the 
German Aces (or 
be a German Ace) 
of the Flying 
Circus in the skies 
over WWI. 


There—a flash of bright green 
against the sapphire sky. A simple 
twist of the stick and the flash grows 
larger, until the black Iron Cross is 
visible on the verdant wings. A 
twitch of the finger (short to reduce 
jams), and a hail of tracer fire 
reduces the soaring Albatross to a 


is 
ig 
i 


= . 
resets ail ham IpUN AOI 


Select your mission, then take 
to the air. 


tangled mass of canvas, smoke and 
screams. Another kill—but the sud- 
den splash of fire on the right tells of 
the presence of defenders keen on 
revenge. 

Dawn Patrol is a historical flight 
simulator based on World War | aer- 
ial combat. Unlike most flight sims, 
however, Dawn Patrol is conceived 
as an interactive book. Page 
through the history directly, or read 
about the exploits of individual 
pilots. On each page is a example 
battle which can be jumped into with 
a click of the mouse. Players can 
also create histories for fictional 
pilots by stringing together missions 
that are recorded. 


You can see every detail, even 
on the gaudy German craft. 


Originality 


73 


Playability 


89 


Visuals 


97 


Audio 


62 


Manual 


87 


Originality 


79 


Playability 


90 


Visuals 


89 


Audio 


73 


Manual 


86 


Originality 


84 


Playability 


71 


Visuals 


96 


Audio 


80 


81 


If you're a true flight sim fanatic, turn the page. DP’s not real- 
ly for you. On the other hand, if you're a history buff and a 
game player, keep right on reading. DP captures the look and 
feel of WWI air combat without requiring a course in aero- 
nautics. No, you gat ¥ediiy tell as@amiehfrom a Snipe while 
flying them—bul VOU Gan Nave a Dlasteshooting down a 
Fokker Dr.1 in of tne WOOK, WhiE’SCeming to limit replaya- 
bility, actually pUIS te aver 1 SQ MmissidAS into historical per- 
spective. Plus, Ost are modiliable tO alarge degree with 
regards to numb@rand typeot planesPThe Graphics are drop- 
dead gorgeous) # yOuve Got ti@emacnine to run them on 
(486/66 or betteNt Meg SVGA) MA tact, te design is some- 
what self-aware of its ‘D€auty, giveN Te 3 million ways to view 
your plane and its surroundings. The enemy Al is quite good: 
enemy wingmen will work together to bring you down and 
youll have to be alert or be ambushed. DP is a great game 
for the enthusiast as apposed to the fanatic. - Kevin 


| had heard both good and bad things about Dawn Patrol, and 
So my expectations were virtually nil when | loaded it up. My, 
my, what a surprise! The unusual interface for this game 
works very well, sort of like a brief historical text on WWI 
flight. If you look ,ggitRe "ie granayiGhaliyof the aces, you'll 
get a famous miSSiOn OF theits fOTy; Likewise, searching the 
abbreviated texiGOnCe ming: the planéS Gr WWI allows the 
gamer to exper@nee, the Mancuhg=of each of the planes in 
combat. Althoughe Dawn Patrol is nowhere near a complete 
accounting of eveRmyace OF Wii does iis best to cover the 
cream of the crOps My javorite Ge mission to date is one in 
which you musN@IS@OVer ihe ‘Shear toree’ for a Nieuport’s 
wings: Take it into a GFE until the platfe’S wings begins to dis- 
integrate from the stress of air pressure, then back off and 
land it. The graphics are pretty phenomenal, although the 
sound leaves something to be desired. A must-have for ama- 
teur history buffs. - Ted 


Even though it says so in the manual, it is clearly apparent 
that this flight simulator was created by folks who wanted to 
make It for themselves. Obviously these people are big-time 
history buffs since that part of the product is wonderfully 
done. Not only is 4M@re tthe histog@@t tie planes themselves 
and the impact tH6¥mage On aifGombatathe tine, but also 
that of the aceswWAOMCW Ihe Ne The Idea Ohsetting it up as a 
history book WithMMUStratlonsisternitic, AAG really draws you 
Into the era. Th@ @rapnies aS 4 WAGle ale Beautiful, especial- 
ly great in the sintator Getting the opportunity to see these 
planes in action Gpmolose was @tnriy Wha really completes 
the package is theimtenigent Al StAe Computer pilots. These 
guys were consistently kicking my Dutt, making me learn how 
to fly better in the process. As in many flight simulators, | hate 
having to fly with one hand on the key board, especially to 
adjust the throttle, but it does support the most popular flight 
Sticks. A great gift for someone else or yourself. - Tasos 


ACh Sion 


’ 


All The Games Your 
Still Doesn't Approve 


You’re older now... No more arcade over-nighters. Did the cartridge-thing. Now 
you're cutting-edge. Big man with a PC. © Introducing 15 original Atari 2600 video 
games — together for the first time in Windows ! The classic 
heart-racing action and nerve-wracking excitement you lived for. 
The riveting graphics, gripping sound effects and addictive fun 
you remember. * What about Mom? Tell her you’re running some 
numbers on your PC...fifteen of ‘em. Available on CD-ROM 
and 3.5" disks. | 


Activision is a registered trademark of Activision, Inc. Atari 2600 is a trademark of Atari Inc. 
Windows is a trademark of the Microsoft Corporation. © 1995 Activision, Inc. All rights reserved. 
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SimTower 
By Maxis 


2 Theatre Square 
Orinda, CA 94563-3346 
(510) 254-9700 
BBS: (510) 254-3869 


AVERAGE SCORE: 


_ Requirements 
68030 processor or better 
4 Meg RAM, 256 colors 


Controller 


Mouse 
Hard Drive Space 
4.5 Meg 


Number of Players 
One Player 


__ Available For | 
Macintosh 
Designed By | 
Yoot Saito 
Distributed By | 
Maxis 


__ Street Price 


$49.95 


COMPUTER 
GAME 
REVIEW 


beh 


We're Movin’ On Up... 


Watch the little 
tenants punch the 
elevator buttons 
again and again. 
Graduates of Maxis' SimCity 2000 
have always wondered what exactly 


went on inside those massive 
arcologies. Now Maxis’ latest 


release explores the care and feed- 
ing of a massive building, from its 


| 
: re =— 


Good elevator management 
will bring stress levels down. 


early days of small offices and fast- 
food joints to the crowning glories of 
subway stations, hotel suites, movie 
theatres and eventually a cathedral. 

Like most Sim- games, SimTower 
forces the player to balance the 
urge to build with the need for bud- 
geting. After the initial cash allot- 
ment is gone, the player must 
depend on the rent from the tenants 
to keep the building afloat—and that 
means keeping them happy by 
addressing their concerns, such as 
noise levels, cleanliness and espe- 
Cially access to the street and other 
levels. In fact, SimTower is mostly 
concerned with the dynamics of ele- 
vators, escalators and _ stairways, 
and the frustrations and advantages 
of them all. 


Keep the tenants happy and 
you'll keep heading skyward. 


PCAC ARON ERROR IN LA re URN CHTT 


Originality 


80 


Playability 


88 


Visuals 


81 


Audio 


76 


Manual 


78 


Originality 


81 


Playability 


82 


Visuals 


73 


Audio 


75 


Manual 


71 


Originality 


78 


Playability 


76 


Visuals 


75 


Audio 


77 


Manual . 


83 


SimTower is the best non-SimCity product Maxis has 
released, but unfortunately that’s not saying too much. It 
passes the primary test of builders, which is the ‘just one 
more” syndrome—one more hotel room, office floor, etc. It 
provides a sufficieatiAitiMiber Ofstiaingsetesbuild, and sections 
off access to them Dy @ Quite workabie system of “stars”: You 
cant build hotel fooms, ‘or example, until you've become a 
two-star building) whieh requires thataGertain population use 
your tower. Unfortunately, Sin ToWer 6hooses to focus on the 
mechanics of traagportation rather than afehitecture, with its 
presuppositions ON elevator USemand afcane methods of 
manipulating the @levator timing taking Up More time than any 
other element of design The omisStOf Of a time acceleration 
feature is an oversight that leaves the player watching eleva- 
tor shafts for far too long instead of actually playing the game. 
SimTower will catch your attention, but is unlikely to hold it 
for any length of time. - Kevin 


SimTower is more than a little out of touch. While | recognize 
the effort that went into this game, the flaws stand out 
because of that effort. The restaurants, for example, always 
lose $3,000 if they serve fewer than 22 people per turn and 
always make $5,000sifstheyeseruesm@reuthan 35. This simply 
isn't realistic, and | wonder haw muen harder it would have 
been to include) @ percentage-based figuring system. You 
also have no comtfoPOver when these feStaurants are open. 
Since | own the building and manage the restaurants, how 
much sense does fat Make? Other flaws: A higher floor 
doesn't mean a high@F rent of Sal pdee On a condo (not to 
mention that youg@a@nt chang@ the Sale’ price in the first 
place); you can’t run an express elevator in a standard ele- 
vator shaft, despite the fact that real skyscrapers do this on a 
regular basis; the manual makes no mention of how closely 
you can space your elevator shafts, etc. Watch for patches; | 
predict they'll be forthcoming. - Ted 


When | saw this at Summer CES last year, | have to admit 


that it looked like a half-baked idea. It merely seemed to be 
SimCity moving upward instead of spreading outward. In a 
way it is, only you have Simtenants instead of Simcitizens. 
Like their predecags@rsjithe Simtenamtgawilh often complain or 
react in illogical Ways: 1 WaSiall to6 Common that one condo, 
Say, would consi@e@r ine place average while their neighbors 
were thrilled. A Common COMmplaint Was aout the neighbors 
being too noisy althOUgh you could not always tell from where 
the noise was gOming. ‘The biggestimistake, though, is that 
there is no ability 10 Speed up time, SO YOu Nave to sit and wait 
to accumulate any pronitiy This is especially annoying when 
the biggest profit, wercomes from office rent, is only col- 
lected quarterly. Though Maxis has had success with many of 
the Sim games, | would like to see more allowance for cre- 
ativity in the aesthetic element of what you build, and have 
the Sims react to your brilliance accordingly. - Tasos 


Twisted Villain. Twisted Logic. Twisted Games. 
“TT BLEW ME AWAY!” -Blectronic Games 
“Blown Away uniquely blends multiple genres for a true interactive experience.” -Computer Player 


CD-ROM 
WINDOWS” 


For product and sales information, call IVI Publishing at 1-800-432-1332 dept. 310. 
N Y/ Game ©1994 IVI Publishing, Inc Metro-Goldwyn-Mayer Pictures Inc. and Imagination Pilots, Inc. Distributed by IVI 
ergy oi ron —_ bg hayanrr ey lnelan i of ci pao —. : 
LISHING Blown Away’™ Metro-Goldwyn-Mayer Inc. an etro n-Mayer Pictures Inc. and license 
se eater L&M, if used by rant ] Rights Reserved. All other marks are trademarks of their respective ra 
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MTV’s Club Dead 


By Viacom New Media 
1000 Asbury Drive 
Suite 15 
Buffalo Grove, IL 60089 
Tech Support (303) 339-7114 
Product Info (800) 469-2539 


AVERAGE SCORE: 


Requirements 
486dX/33, 512K SVGA, 
4MB RAM, 1xCD-ROM 

Controller 
Mouse 


Hard Drive Space 
Save Games Only 


Number of Players 
One Player 
Available For 
PC and compatibles 
Designed By 
Viacom New Media 
Distributed By 
Viacom New Media 
Street Price 
$44.95 


COMPUTER 
GAME 
REVIEW 


How Hip is Your Adventure Game? 


What do you get 
when you cross the 
attitude and spirit 
of MTV with a 
CD-ROM game? 


scoop: You’re Sam Frost—con- 
vict, virtual reality addict, cyber- 
plumber. Metacorp, your boss, has 
just whisked you out of prison and 
plopped you into a swank resort 
hotel called the Alexandria. The 
only other people at this posh resort 
are the rich and famous, who come 
here to sate their swank appetites 
on the most advanced VR facilities 


How many of the other guests 
have ulterior motives? 


available, providing the most 
intense synthetic experience on the 
planet. They come in limos, but 
they're leaving in body bags. It’s 
your job to stop it, or there won't be 
enough, of you left to go back to the 
big house. Stop the killings and stay 
out of too much trouble. You've 
been VR addicted before, and it’s a 
bad trip. You've got four days before 
it's too late—and just this morning, 
you woke up with the Tooth Fairy 
dead on your bathroom floor. 
MTV's Club Dead is a graphic 
adventure game featuring digitized 
video of various characters like 
Richie 7 (famous sonic artist) and 
Lewis Scudder (head of security). 


Even a eyeball hors d’oeuvre 
is possible in VR. 


Originality 


76 


Playability 


76 


Visuals 


89 


Audio 


87 


Manual 


67 


Originality 


86 


Playability 


70 


Visuals 


87 


Audio 


93 


Manual 


80 


Originality 


70 


Playability 
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Visuals 


50 


Audio 


82 


Manual 


73 


Club Dead has the most atmosphere and attitude of any 
game that I've ever seen. Every single scene, room, conver- 
Sation and even every interface bit has been carefully engi- 
neered toward a purpose. That purpose is a muddled sense 
of displacement andeparanoia—katka Oheacid and tuned to 
the hip generatioh: Th@ Video is Grainy and small, but some- 
how that enhanc@S the expen ence ratrertian detracting from 
it. Unfortunately, Peart say as manyaglowing things about the 
actual game, but thigi$ One of thOSe fabled products where 
so much else is goigg On that thie tack OFa@igreat game might 
no be so bad. In faGt, tne only\Feahpropiem with the game is 
its timed nature an@ WS/lack of@pparent things to do, espe- 
cially in the beginning. Wandering afotind is great for a while, 
but half the time you’re waiting for a specific thing to happen 
and the other half is devoted to going to locations and hoping 
for a new video scene. It’s like MTV itself: Flashy, ornate, but 
ultimately empty. - Kevin 


Much like MTV itself, MTV’s Club Dead is a mindless, aimless 
sort of pleasure that can only be endured in short spurts. The 
look of the game is slick, and the video clips have a grainy, 
seedy sort of feel to them. | admit to liking the acting; it's way 
overdone in mostgaseswand thedWPCsieeme across as giant 
cartoon caricatures Of people yOu Nate 10, meet. The music 
Is terrific, although yOuN tind yourselT Constantly reaching for 
the volume knob"OnM your Speakers sO tat you can under- 
Stand what is being/Said in the WideO Chos. Apparently the 
sound engineers forte musié and theSound engineers for 
the videos weren't Sp@aking t6 OMe another on the day they 
decided to set volume Controls" The Biggest problem with this 
game is that there isnt a whole lofMtorlt. There’s certainly a 
Storyline, and it's actually not too bad. But the game is, 
essentially, a game about elevators and windows of opportu- 
nity. It's an adventure game with a timed plot, and it gets stale 
pretty quick. - Ted 


It's Dracula Unleashed for the MTV generation! Viacom has 
essentially taken the idea from DU and given it a new setting 
and story. It's a race against the clock, as you must visit 
places and do things in the right order every day or be killed 
at night. The Vide@uiguembitedistragting DéGause it is played in 
a largely pixalizé@ WiNGOW to créaie Some strange MTVish 
effect. It could have Gone without i-Recacting is not bad, 
though | was anneyved Dy Some OidhieNeharacters. Virtually 
everyone except your Character i$ ON edge and needs to 
switch to decaf or g@tOi whateWer is CauSing the problem. | 
don't think this gani@ i$ as SuGCeSStully done as DU since | 
liked the Draculafthéme and VQin century setting better. | 
became distracted by wondering Wher! needed to enter an 
area with an item from my inventory prepared so | could final- 
ly find out what it is. You can get a brief description, but a “Bi- 
directional Trans Doctor that reverses polarity” doesn’t mean 
much to me. Plan on saving and restoringalot. - Tasos 


DREAM 


OF A 


PERFECT 


GAME. 


THE REST 


OF US 


JUST 


BUY IT. 


So, you want a perfect game. Get Hardball 4. Get cutting-edge graphics that are incredibly real. 


We're talking about wake-the-neighbors-and-call-your-friends kind of real. Get stat compilation 


that would make any sports bureau envious. Get all 28 stadiums with different altitude, field, and 
wind conditions. Throw in an add-on disk with over 700 major league players. And you've got a 


masterful gem that compelled Computer Entertainment News to label it One of 1994's Ten Best 


Games. Now, to get a perfect game you don't have to be in the zone. Just the right software store. 


Hardball 4 is a trademark of Accolade, Inc. ©1994. Accolade is an official licensee of the Major League Baseball Players Association. OMLBPA MSA. The Sport Accolade logo and Sport Accolade are trademarks of Accolade, Inc. All rights reserved. 
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Bullfrog must 
have some of 
the most 
imaginative and 
creative 
designers in the 
industry. 


COMPUTER 
GAME 
REVIEW 


Think of Your Own Steppenwo 
helerence, aoe 


ost action-oriented games contain a basic storyline to 


provide a setting and a purpose. However, the 
developers’ primary focus will invariably be on its" 
playability and the product’s visceral element. Other 
aspects are sometimes placed as a lower priority. 


Just about every 
first-person __per- 
spective game 


from last year can 
be considered tes- 
tament to this evaluation. The para- 
digmatic Doom could have been set 


OH UNE CL de SE 


When you see this coming, it’s 
time to retreat! 


in a number of other locales and stil 
have enjoyed similar successes. It 
was the audio and visual experi- 
ence that was the catalyst to the 
heart-pounding adrenaline rush 
captivating millions around the 
world to the experience. 

The unfortunate industry-wide 
effect was a plethora of clones pop- 
ping up across software store 
shelves, many produced haphaz- 
ardly just to cash in on a trend. 

Some developers were not so 
easily dazed by the blinding effect 
that motivation founded solely by 
greed can have. They instead saw 
the potential in the genre and let 
their imaginations run wild until 
something satisfactory arose. 

Bullfrog Productions, priding 
themselves on creating original 
themes and concepts for games 
that are wholly unique had to live up 


to the challenge. They had to ven- 
ture into the lands of an already 
crowded world. The source would 
come from Bullfrog designer Peter 
Molyneux’s childhood fantasy of 
being a powerful wizard, combined 
with his dreams of flight. 


The airworm is hard to kill but 
provides much mana. 


The wizard would not be those 
fabled from Medieval days in 
Europe, as is usual. Instead Peter 
elected to base his setting in the 
Middle East, something similar to 
the Knights of Arabia. His means to 


Sometimes your opponents will be compounded. 


flying had to be legitimate, and a fly- 
ing carpet was the answer. 


Setting the Stage 


Other than wizards and flying car- 
pets, there is little else that might be 
familiar to the player besides the 
use of mana. The story goes that 
when the Old Gods created the 
world, they invested all living things 
with a powerful energy force called 
mana. In time, man learned how to 
use the mana, and some even 
became skilled enough to harness 
its incredible energy to become 
powerful wizards. 

Many of these wizards began to 
appear across the land, and soon 
there were so many that it was an 
age of magic. Sorcerers amazed 
the populace with their feats and 
toiled to unearth more of the pre- 
cious mana. The wizards participat- 


The balloons collect mana for 
the various wizards. 


ed in healthy competition to exer- 
cise the powers they had 
unearthed. Friendly rivalries soon 
turned malicious, and the most pow- 
erful of these sorcerers searched to 
gain more power. 

They turned to the black arts and 
created great creatures to do their 
bidding. But the nefarious creatures 
were too evil to be contained and 
they turned on their creators. The 
culmination was a mighty cata- 
clysm, and the world was shattered 
by one wizard’s misguided hand. 


You will learn to truly despise 
the bees. 


It was the labor of a lifetime, and 
the Old Gods became jealous of the 
immortality that the completed work 
granted Molenbur. They took him 
away so that he could not finish it. 

For the last 5,000 years the 
History of the Wizard War has 
remained incomplete. There is little 
known of the apprentice wizard who 
was charged with restoring the 
world to equilibrium except that his 
mastery of the Magic Carpet was 
unsurpassed. You play as this 
apprentice wizard. 


Always protect your castle. It 
is your storehouse of mana. 


an enemy wizard’s in his designated 
color. To change the state of mana, 
you must cast a possession spell. 
As soon as you do so, it changes to 
white and your power is boosted. 
However, it only counts toward the 
total mana needed to complete the 
level once it is safely returned to 
your castle. But first you need to 
build your castle. 

Once you have acquired the 
Create Castle spell, you choose the 
site to build it on and fire away (no 
zoning permit needed). When you 


Does it out-Doom Doom? No, it neatly skirts 
Doom by offering a quality of play that is 
very different from Doom. 


Myths and Legend 


The history of the Wizard War 
might have all been lost were it not 
for the great historian Molenbur the 
Chronicler who collected these 
many fragments of myth and leg- 
end, preserving them for posterity in 
a weighty tome. Writing with the ink 
from squids on pages of dried 
papyrus, Molenbur worked day and 
night to seat the task. 


There are fifty shattered worlds 
and your quest is to restore equilib- 
rium to them. To do this you must 
possess power, and that power can 
be found in mana. Sometimes it can 
be found lying around, other times 
you can only get it from within some 
dreadful demonic beast or an evil 
rival sorcerer. 

A fixed amount of mana can be 
found in each world and exists in 
three states: neutral, which is col- 
ored site a which is white, and 


These undead archers are dangerous, but a good mana source. 


cast it, it will grow out of the ground 
like magic (‘cause it is). A hot air 
balloon will appear above it as well. 
This balloon will go around the 
world and pick all of the mana that 
you have gathered and return it to 
the castle. Additional castle spells 
can be cast on the same site, 
expanding the castle and launching 
more balloons. 

Another way to acquire mana 
without having to kill anything or 
have your balloons collect it is to 
possess the houses and tents in a 
town. When you cast a Possession 
spell on a structure, your banner will 
appear above it and you will then 
have the power contained within it. 
You cannot, however, return it to 
your castle, so it only helps you with 
casting spells. 


The Locals 


There are, of course, people who 
live in the towns and they come in 
three varieties. Townies don't do 
anything except walk around, but 
they won’t pack up and leave. 


Magic Carpet 


By Electronic Arts 


1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 513-7436 
Fax: (415) 286-5556 


AVERAGE SCORE: 


pee Requirements 


COMPUTER 
GAME 
REVIEW 


IVIL 


Originality 


96 


Playability 


89 


Visuals 


95 


Audio 


83 


Manual 
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94 


Playability 


92 


Visuals 


92 


Audio 


91 
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Originality 


94 


| Playability 


84 


Visuals 


92 


Audio 


89 


Manual 
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Every time | think | can predict the industry, Bullfrog puts out 
another game. Magic Carpet is a game whose very concept 
gives me vertigo; its originality and freshness are matched 
only by its speed aingmhg 
curve on the co 

into one of the 
in a long time. It 
twitch fans, but 


as the doorstep 
e down the pike 
cking action for the 
mbination of odd 
of the 50 (!) lev- 
d defend it while 
much more eas- 
in intelligent oppo- 
nents and 24 different spells, MC passes beyond good into 
the realm of great. If you’ve got the slightest affinity for blaz- 
ing flight and finger- ramping action combined with split-sec- 
ond mental reflexes, don't miss this one. - Kevin 


Although the dual mouse/keyboard interface is difficult to deal 
with at the outset, once you get the hang of it Magic Carpet is 
an absolute riot to play. In its most basic form, it's Doom in 
Arabia: first perso | | lety of 
weapons, etc., [, Magic Carpet 
goes beyond Do of having a fixed 
eye level, you k to attack enemies 
coming at you fr is nO magic exit 
point, and instea agical abilities in 
order to “heal” th re is an evil wiz- 
ard (sometimes arner all of your 
magic away from Ssions. Does it out- 
Doom Doom? No, it neatly skirts Doom by offering a quality 
of play that is very different from Doom. The graphics get my 
“coolest effect” award for the steroscopic mode you can play 
in. Sure it looks garish, but gosh, it’s nifty. - Ted 


Bullfrog must have some of the most imaginative and creative 
designers and developers in the industry. Syndicate and now 
Magic Carpet are very unique in many ways. | was very 
impressed with the : e complete fluidness of 
the fractal landsg action/adventure 
game and not ould be called a 
Flying Carpet si to include crash- 
ing as part of th things to hurt you 
without worrying . The ambient 
ifferent game a 
unique mood. | d a little too sen- 
Sitive, however, areawe = Deen able to adjust it 
to my own preferences. The limit on the altitude you can fly is 
a bit too low since | thought it might be interesting to fly high 
above the landscape. It’s refreshing to play a first-person per- 
spective game that can’t be called a clone. - Tasos 


a game whose very canal gives ) me 
vertigo; its originality and freshness are 
matched only by its speed and light-headed fun. 


(Cee rcccccccccccccccccccccccccccces = == 


Builders will construct new dwell- 


ings for the expanding population, 


while traders wander from town to e 


peddling their wares. 

Once a town reaches a certain 
size, it creates its own army of 
archers to protect it, and if the town 
is in your possession they will aid 
your cause. Don't fire on them 
though, because they will get mad 
enough at you to retaliate by firing 
back. 

Since you start the game as a 
lowly wizard’s apprentice, you only 
have your Magic Carpet and the 
skill to use it. Creating the Magic 


Krakens like this one are very 
difficult to kill. 


Carpet took all of your power. Now 
you need to go out and find some 
new spells. 


Spellcasting 100 


Spells are held within urns and are 
collected by simply flying over them. 
Spells in red urns will stay with you 
for the rest of your life, while blue 
urns hold spells that can only be 
used in the present world. You can 
assign any spell to your right and 
left hands. Firing them is accom- 
plished by clicking the left and right 
mouse buttons. 

The most common spells are the 
basic Fireball, the Create Castle 
and of course the Possess, which 
claims mana for you. Later, on other 
worlds, you will be able to find more 
advanced offensive and defensive 
spells. Many will be yours for the 
taking, but others will be protected 
by traps of tremendous power. Only 
the most skillful of wizards will be 
able to capture them. 


Avoid Killing friendlies like 
these traders. 


The Mana Magnet will gather all of 
the mana in the immediate vicinity 
into one large ball, making it easier 
for the balloons to collect it. The 
Lightning Bolt will shoot bolts of 
electricity from your fingertips for 
added enjoyment. The Rebound 
spell will deflect spells back at the 
caster. There are twenty-four differ- 
ent ones in all. 


Arabian Flight 
Simulation 


As you might expect, the most 
important part of surviving in such a 
hostile world is learning how to fly 
your Magic Carpet effectively. The 
control scheme uses the mouse and 
the directional keys simultaneously. 
The mouse is used to steer and to 
tilt forward or back. You can only fly 
to a certain altitude and, best of all, 
cannot run into anything. Even if 
you come upon a building at top 
speed, the cushion of air you are 
riding on will carry you over it. 

The directional keys are used to 
accelerate and decelerate forward 
and backward and slide left and 
right. By using different combina- 
tions you can come up with some of 
your own aerial acrobatics that will 
make you a formidable opponent for 
any creature. = 

To give you a better view of your 
proximity, there is the All-Seeing 
Eye in the upper-left corner of the 
screen. This acts as a radar and ~ 
identifies objects, monsters, etc. by 
color coding them. These are the — 
tools of your trade. The 50 worlds — 
now await. 


One extra large helping of urban reality, 
served up on a silver platter. 


Vine? .228¢2 
Wh Bianchina dayne 


ei 


y CTY enon Drop this silver platter in your And forget buying add-ons: the CD 


A CD-ROM drive and feast your Collection comes complete with all of 


Scenarios Volume 1: 
eyes on the piéce de résistance of simulated games: the SimCity 2000’s a la carte items. The 'keon Mount St. Melon's 


and 9 other disasters. 


SimCity 2000® CD Collection—three complete Urban Renewal Kit allows you to customize build- 


SimCity 2000 products on one CD. ings and graphics—you literally can paint the town. 


Pte Scenarios Volume 1 makes it all too real—you'll 


This cityscape is so real you can taste it. Go ze. bs 


ahead, expand your subway before breakfast. wrestle with 10 real disasters in 10 real U.S. cities. 


Urban Renewal Kit: 


Terraform your landscape after lunch. Reshape your _ Pant the town with_— Ad bonus cities and scenarios further extend your 
color-cycling animation. 


SIM cir 2000 skyline before supper. And see it city limits. So dig in to the ultimate city simulator. The 


pace from a variety of delicious 3-D angles. SimCity 2000 CD Collection is now served. 


Three SimCity 2000 Products on One CD. an eS 


Available for DOS CD. © 1994 Sim-Business. All rights reserved. SimCity 2000 and Maxis are registered trademarks of Sim-Business. For product or ordering information, 
contact your local retailer or call 1-800-33-MAXIS. 


Noctropolis 
By Electronic Arts 


1450 Fashion Island Blvd. 
San Mateo, CA 94404 


(415) 513-7436 
Fax: (415) 286-5556 


_ AVERAGE SCORE: 


386/33+, SVGA, 4MB RAM, 


1xCD-ROM, DOS 


Controller 


50 


Mouse, Keyboard 


Hard Drive Space 


360 KB (full install) 


Number of Players 


One Players 


Available For 


PC and compatibles 


| Designed By 


Electronic Arts 


Distributed By 


Electronic Arts 


Retail Price 


$! 9 99 


COMPUTER 
GAME 
REVIEW 


Inthe Shadows of the C 


ane Hide the Heroes 


Electronic Arts caught wind of the 
trend and set out to incorporate it 
into a computer game instead. A 
graphic adventure was their genre 
of choice. 

To base a game on a comic book 
story, you of course need a comic 
book first. The source came from 
Shaun Mitchell who created 
Darksheer, the hero of Noctropolis 
City. Featuring more than 50 hand- 
painted, full-screen backgrounds 
and a graphic comic book, 
Noctropolis is a visual feast. 


The Dawn Before 
the Dark 


In the prevalent dark of a crime 
ridden city there burned a dim light 
of hope. Father Desmond gathered 
the lost children of the streets to 
band together as his wards of good 
to rid the city of its destructive 


plague. Among these youths was a 
punk orphan who clung to the priest 
to find a new way to live. Years 
later, this young vigilante, while pok- 
ing around the Subterrainia, came 
across the Brotherhood’s temple. In 
it he found their bible and blueprint 
of all they knew. 

lt was a compendium of knowl- 
edge and theorems as researched 
by the Brotherhood of the Night. He 
Studied the book in secret and 
began to experiment in a makeshift 
lab. Soon he learned how to distill 
Liquidark and then spent countless 
hours more to find a way to bind it to 
fabric and body armor. Along with 
the Noctroglyph, the symbol of the 
Brotherhood and a source of great 
powers, Darksheer was born. The 
temple of the Brotherhood became 
his sanctuary and keeper of the 
Liquidark. He called the place 
shadowlair. 


Enter the Mausoleum to find where the Succubus lurks. 


ver the last few years, the comic book industry has 
seen a progressive rise in sales and reached its all-time 
high in 1993. Some have tossed around the idea of a 
CD-ROM comic book series with speech as well as 
text to appeal to fans of both realms. 


Father Desmond i been 
trapped inside the Cathedral. 


A Darkened 
Dynamic Duo 


Darksheer spread his ominous 
shadow across Noctropolis City and 
struck fear into the hearts of every 
criminal. No one could stand up to 
his mysterious ways, and as his rep- 
utation spread, no one even tried. 
His confidence was enough to 
defeat the bravado of all his foes— 
except one. 

Never walk down a dark, blind 
alley at night even if your name is 
Darksheer. As Darksheer did one 
night looking for punk thieves, 
someone laid him out flat before he 
ever knew what happened. This 
attacker had a blade at his throat in 
a trice, but the intriguing look of his 
costume bade her stay her hand. 

She agreed to return to Shadow- 
lair with him and eventually became 
his partner. They prowled the 
streets together, and with her knives 
she was downright lethal. The best 
just got better and they became a 
formidable team. . .Darksheer and 
stiletto! 


The Retirement of 
a Superhero 


For reasons known only to him, 
Darksheer has lately alienated 
Stiletto and decided to work alone. 
This didn’t make her too happy 
since their relationship had gone 
beyond a partnership. For some 
reason, Darksheer had grown tired 
of fighting off every crackpot who 
wanted to use Noctropolis as his or 
her personal playground. He had 
done his part. 

The city was shocked when 
Darksheer announced his retire- 
ment. They threw him a parade fit 
for a hero of his magnitude and 
every citizen celebrated what he 
had done. With the key to the city, 
he went on his way looking for 
something more to fulfill his life. 


Small video windows pop up 
to provide character footage. 


Grey. He’s about to lose his grip, 
because his bookstore business 
has turned belly-up and his wife and 
best friend are gone. Slipping fur- 
ther and further away from reality, 
the suicidal Grey seeks salvation in 
Darksheer. 

The final straw might well have 
been the discontinuation of the 


comic book series, but his depres- - 


sion quickly vanishes when he 
receives a mysterious “limited edi- 
tion” continuation of the series in the 


It seems they opted for 
cleavage instead of talent 


when casting it. 


There was one citizen, however, 
whose heart was too torn to rejoice. 
Stiletto didn’t know what to think 
as a multitude of questions swam 
around in her head. Without 
Darksheer she could not go on and 
she vowed she never would again. 
She too hung up her cape, and in 
her downtown apartment became a 
reclusive alcoholic, trying desper- 
ately to drown her sorrows and the 
memory of her former partner. 


The Spirit of 
Darksheer Lives 


In the reality outside of the incar- 
nation of Noctropolis City there lives 
a comic book fanatic named Peter 


Spectacular pen and ink ren- 
derings give the right feeling. 


mail. Overcoming the impossible 
barrier between the fiction of 
Noctropolis and Grey's reality, the 
limited-edition comic grants him the 
opportunity to transport himself to 
Noctropolis and assume the identity 
of the vigilante-hero, Darksheer. 
After winning the support of 
Stiletto, Grey must crush the sinister 
advances of Darksheer’s archene- 
mies led by an unknown, diabolical 
mastermind named Flux. As 
Darksheer’s potential nemesis, the 
enigmatic Flux orchestrates a series 
of convoluted plans to achieve his 


Originality 


73 


Playability 


70 


Visuals 


93 


Audio 


80 


Manual 


82 


Originality 


66 


Playability 


85 


Visuals 


76 


Audio 


74 


Manual 


79 


Originality 


87 


Playability 


85 


Visuals 


92 


Audio 


89 


Manual 


83 


Even if | liked graphic adventures, | don’t think I'd like 
Noctropolis. It simply compounds many of the common errors 
of the genre (linear plot, hunt-for-the-hot-spot game play) and 
adds nearly all the heinous errors found in bad graphic 
adventures (instan doing things per- 
fectly, clunky int g are the terrible 
dialogue and a . Let’s not even 
dwell on the ga of women (includ- 
ing semi-nude ir gratuity); | sup- 
pose this is actu '$ source mater- 
lal, comic books ays like a comic 
book, which the don't think they 
intended it to be s ok. The game does 
have a refreshingly aggressive and clean look to it (except for 
the digitized characters), but that’s about it for positive fea- 
tures. If you're a fanboy with little need for realistic relation- 
ships, you might identify with this game. - Kevin 


Let me forewarn you to save your game at virtually every 
opportunity. You will die a lot, being rewarded with the losing 
screen. The disk access on Noctropolis is pretty slow, and 
reloading the game can take up to 30 seconds. My advice is 
to save in a game 
graphics; the co 
ly. For those of 
seriously want t 
driver; the gam 
support the Log 
goes, you play 
with your best frié 
You play Peter Greyeulgitized c er against hand-ren- 
dered backgrounds; this destroys any possibility of becoming 
personally involved with the plot because you don't actually 
feel like you're involved in a comic book. Noctropolis is a lot 
of good ideas gone horribly awry. -Ted 


felt no need to 
lot of the game 
Your wife ran off 


There's certainly no denying that the artwork in Noctropolis is 
spectacular and as good as some of the best comic books. 
The changes in perspective and fish eye lens effect make 
buildings look very grandiose and ominous. The darkness of 
: p00k look and feel. 

actual comic book 
at the other ele- 
ot for the most 
natural abilities 

his alter ego, 

S worse, the text 

is horrible and th grade level. It 
sometimes borders Of Insulting. WittOut good writing, the 
whole game pretty much falls on its face since it is nothing 
more than a basic graphic adventure. To make matters 
worse, the acting is amateurish in the video. It seems they 
opted for cleavage instead of talent when casting it-Tasos 


Since Noctropo 
visually and s 
ments would 


are exciting, e 
Peter Grey, is ¢ 


COMPUTER 
secret agenda that holds the death GAME 
of Darksheer at its center. As Peter PeVIEW 


A variety of perspectives 
provide different moods. 


Grey, you have nothing but your 


shattered life to lose. AS 


peaceful Xentar, recrnitsa loyal friend and 


of the leg- 


ee 


ly thank 


WARNING!!! 
NOT RECOMMENDED FOR PLAYERS UNDER 13 


Check Your Six for Bandits 


To succeed in the felitetariisge |t looks sharp and clean, but it doesn’t play fast and clean. 
world of top pilots, This is the kind of “fight sim” | normally like: fast, fun and 
you need to have 62 lighthearted. The quick mission builder is (not surprisingly) a 


quick and easy path to fun, while the pro mission builder 


the proverbial siege packs in plenty of #eplayalbility. ieantteveuch for the “realism” 
: “right stuff.” 86 of the simulator/ $ine@ Tm not/a@ Navy pilot and have little 
: desire to be one) 1 planes were easy and fun to fly, though, 
: A couple of generations ago, avi- MICE USE so it's probably Wot wen fealistic Ay die-hard flight-sim fan 
: ation was simply a motor, a couple 8 5 standards. My bigg@st problem with the gaine, though, is the 
; of wings and a lot of praying. These inherent choppinéss whenever any object is displayed on the 
U.S. Navy Fighters days, its a science with entire Audio screen, even on OUF Showboat Pentium, On a Pentium 90, | 
By Electronic Arts industries devoted to Streamlining shouldn't have toqurn Of any detail 16 Get reasonably smooth 
and improving the fighter aircraft G 3 flight. Back on the pluS*side, thouglf, the sounds are handled 
1450 Fashion Island Blvd. flown in combat around the world. = : extremely professionally, both in their content and presenta- 
San Mateo, CA 94404 Now with U.s.Navy Fighters from Silt tion. Casual modern flight sim fans will probably like this 
Electronic Arts, you are in control of 80 game better after it's gathered dust long enough for Intel’s 

(415) 513-7436 ilo iliak , 
next chip (Sextium)to arrive. - Kevin 


some of the most advanced aircraft 


Fax: (415) 286-5556 


AVERAGE SCORE: 


fetieiietioae | US Navy Fighters programmers could have figured out a 
way to get better frame rates, this would be a great game. 
60 The graphics are terrific, if you don’t mind incredibly choppy 


motion. The sound is also good, and your wingman’s com- 


ereyennty ments help add a e@ftain level of realismato the game. | par- 
It sure can get busy up there, 66 ticularly liked that {Could Gontinug to fire On an enemy even 
so you better watch out. after he was goifig dOWA-The missions ate varied, from tuto- 
MISTER rials in takeoff and landifig, to enemy-tilled nightmares. The 
in the world today. You'll fly a variety i) 2 two mission creators are tun 10 play around with, and are 
of combat missions featuring air, 2 well-designed afd @asy 10 Get into. Uniortunately, even on 
486/25 or faster, SVGA, sea and ground targets. U.S. Navy Audio our brand new Pe@ntitim system, the'game Was so choppy that 
4Meg RAM, single-speed CD Fighters features photo-realistic | had to turn off @¥Of OF ihe Visual effests (Sky and water real- 
graphics for a unique gaming expe- 87 ism, Gouraud shadifig-and light effects on enemy craft, etc.) 
Joystick, Keyboard rience. "7 in order to get a controllable game. If | were considering pur- 
For those who simply want to get SUMEUEEE chasing this game, my money would stay put, even after the 

into the simulation, you can jump in 91 game hit the discount bins. There is no reason a flight sim | 
15 Meg with the single mission option. More can't run smoothly on a 486-66, let alone a Pentium. -Ted 


Number of Players experienced players may want to try 


One Player the Tour of Duty. For those who 


= s . | i ; 
auailaia ® really want to get involved with the Originality What a tremendous gate | say us IS a Sal because | 
valiabie For don't consider flight sims “games.” Sure, it's absolutely gor- 
product, a simple and more | 7 
PC and compatibles f ae ee ee ag ee geous with graphics so sharp you can see leaves on the trees 


Designed By designer is included. Playability “s o ae The ae are uae oe, well plage 
Electronic Arts U.S. Navy Fighters is the first title it out In stereo Sog@M@CiSi@an come Ouiites either speaker. 


Distributed By in Electronic Arts’ proposed Air 12 would be great {6 play with Neagpnones on. But who is this 


‘ght si for? Even on a Rentiam 90 with full Grapni¢ detail it runs pret- 
Electronic Arts Combat Series of flight sims. 


IETTEUSEE ty choppy. | hav€@ real/hatd time faulting game companies 
Street Price 


93 for producing pr@G@uets that work @pimally on the most 
$59.95 advanced systems. inougntin this @ayand age that the P90 


Audio was it. Sorry 486/66 Users, you'll Nave 16 tim graphics levels 

way down, even ThOUgh youN bé paying the same amount of 
ao money for it as the Perttum owner. This thing is a bit ahead 

Of its time. If that’s what you like, go for it. It has decent video 
: 2 CUTTER for mission briefings, although the speech is obviously over: 
Get ready to take of from the T 8 dubbed. My favorite part was the realistic sound of the button 
a6 : deck of the Eisenhower. clicks and the look of the interface. -Tasos 
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4 
rote > eae are an intergalactic wheeler-dealer, rocketing 


* 


among the 7 planets of the Galaxy of Gogg as 

ue the head of your own trading empire. Your 

Ma,” “spaceship i is loaded with 100 tons of moon ferns, 
x oggle sand, lava lamps, diapers and toasters. Your, 

«” «goal? Sell the cargo, make a cool pfofit and earn one 

Jnillion kubars before your squid-faced, dizard-headed 
competitors beat you to it: Think you can achieve 
economic dominanée of the galaxy? Congratulations, 
hhumanoid—you have what. it takes to’ be a Gazillionaire. 


Gazillicnaire Inc 


¢ Sophisticated real-world economic graphs and reports 
help you determine where supply meets ‘demand. _ « 


¢ Play against 6 computer opponents and up to 5 of 
your friends in any of 5 skill levels. 

¢ Hilarious sound effects and music entertain and taunt you. 

¢ An innovative on-line tutorial literally teaches you 
how to play—at your own pace. 
Gazillionaire. Available for Windows CD-ROM 
wherever fine oggle sand is*sold. * 


= 
* Created by 


LavaMind 


Published Spectrum ae 


* 


2490 Mariner Square Loop, Alameda, CA 94501 


1-800-695-GAME (USA and Canada) 


* 


"Visit your local retailer or call 24 hours: 


«~ 


Gone Fishin’ 
By Amtex 


P.O. Box 572 
Belleville, Ontario 
Canada K8N 5B2 

(613) 967-7900 
BBS: (613) 967-9789 


AVERAGE SCORE: 


386/33 or better, 4 Meg RAM 
VESA SVGA, CD-ROM 


Controller 
Mouse 


Hard Drive Space 
5 Meg (30 full install) 


Number of Players 
One Player 


Available For 
PC and compatibles 


Designed By 
Amtex 
Distributed By 
Broderbund 


Street Price 
$39.95 


COMPUTER : 


GAME : 
REVIEW ° 
43 


Beer Cooler Not Included 


Digital fresh water 
fishing: angling 
without sleep loss, 
sunburn or 
hangovers. 


Don't laugh. The computer has 
already revolutionized the other 
sedentary arts (especially golf), so 
why not fishing? With Amtex’s Gone 
Fishin’, anglers can match wits with 


Ted pulls in another massive 
fish—could be a keeper. 


hordes of fish without getting wet. 
Bait preparation is done at the click 
of a button, and there’s no need to 
actually get up before noon to head 
out on the bay before sunrise. 
Gone Fishin’ contains an accu- 
rately modeled, full ecosystem in 
the Bay of Quinte off Lake Ontario, 
a rich fishing spot for the likes of 
smallmouth bass, pike, muskie and 
walleye. Learn by experience the 
best tackle to use for each fish and 
the best spots to catch them, or ask 
fishing expert Bill Saiff for his on-line 
advice. Use dozens of types of bait, 
and cast and reel with the mouse 
just like you would with your pole. 
There's a fishing derby for those 
who think they know it all and want 
to prove it. 


Quinte off Lake Ontario. 


Originality 


80 


Playability 


82 


Visuals 


86 


Audio 


78 


Manual 


80 


Originality 


85 


Playability 


90 


Visuals 


85 


Audio 


70 


Manual 


89 


Originality 


al 


Playability 


89 


Visuals 


88 


Audio 


90 
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Well, | certainly wasn’t prepared for how much fun | had with 
this product. This isn’t a big-budget, digitized video extrava- 
ganza; it's a quiet experience in reeling and trolling. As a 
novice, | wasn't quite able to catch fish immediately; but a 
perusal of the manmtal ad, consultatiomemih a more experi- 
enced coworker @UICKIY CloSed the gap to my satisfaction. | 
am convinced that thisiS aS cloS@ 19 fisning on the Bay of 
Quinte as I'll eVer Come. Thefes 4 Significant amount of 
depth to the simylation, allowing the A@avy-duty user to lav- 
ish hours on detailed fishing; DUETS accessible enough that 
the occasional angiéhhas a chance 10 enjoy the simulation as 
a game. It's not @ntirely user-friendly (GG@E navigation Is diffi- 
cult) or system-frienalyttne graphics require some heavy pro- 
cessing due to their VESA SVGA nature), but is far from hor- 
ible in either category. In short, this is the best way that | 
know of to experience the thrills of fishing without being 
exposed to the environment in any way. - Kevin 


Fishing is one of those sports that, in spite of having spokes- 
men who all remind you of the weird cousin that nobody will 
talk about, remains a splendid way to pass the time. 
Splendid, that is, if you like handling slimy fish. | really enjoy 
fishing, but only j@S@ORtacatch any TiShilim content to loll 
about in the ba@k OF ine oat, Sipping OM a cold beer and 
enjoying the sun, Aetally catching aisrAas absolutely noth- 
ing to do with thé fun factor. RoweverMalong comes Gone 
Fishin’, which allowS me 10 eatch Tish ang experiment with cif- 
ferent techniques tor catching them, all WithOLt ever having to 
touch one. ExceH@nthSo now | Can SiLat nome, the day can 
be absolutely miserable Outside) ana Ian troll for fish and 
drink beer at my leisure” Though tne"game is probably more 
for amateurs than hard-core anglers, it is an effective teach- 
ing tool. The product’s host (and your “fishin’ buddy”) is Bill 
Saiff from Public Television’s Rod & Reel, and he gives some 
great tips about fishing. - Ted 


When this game came in, everyone's initial impression was 
that it probably would not get reviewed. There are some 
occupations in life that just don’t seem to be worthy or nec- 
essary to be simulated. Fishing would probably rank on the 
list somewhere. NOM@INGless, we jw@G 10 take a look at it and 
give it a fair ShaK@y INSide@ the simall TaCKie box (cute) that it 
came in was a GD) a map of the Day araaie usual addition- 
al items. It doesnttake Very 10ng 16 eafhow to play, and Bill 
will give you SOM@IaGVICE OM, taCkie"and Good locations for the 
different fish. The @raphies and’ambient$ounds are realistic, 
even mosquitoes DUZzZing IN YOUr ar (cid YOU get some repel- 
lent?). Then just Waten the bat Graphs @nd keep an ear 
cocked to prepare tof tough battle"with a treacherous 2oz. 
Sunfish. Of course the most important sense for catching a 
fish doesn't exist, because the mouse won't nudge in your 
hand, but the information from the graphs adds an element of 
Skill to succeeding. - Tasos 


For more information contact: 

ReadySoft Incorporated 

3375 14th Ave., Units 7 & 8 

Markham, Ontario Canada L3R 0H2 

Tel: (905) 475-4801 Fax: (905) 475-4802 


© 1994 Silmarils — All rights reserved. Robinson’s Requiem is a trademark of Societe Silmarils. Distributed by ReadySoft Incorporated. 


3D0, the 3D0 logos, and Interactive Multiplayer are trademarks of The 3D0 Company. 


HENS 


Winter Sports 


By Mindscape 


60 Leveroni Court 
Novato, CA 94949 
(415) 883-3000 
Fax: (415) 883-0367 


AVERAGE SCORE: 


386DX/40+, VGA, 4MB RAM, 
2.7MB EMS, MS-DOS 5.0 


Controller 
Joystick, Mouse or Keyboard 
Hard Drive Space 
16 MB 
Number of Players 
One to Four Players 
Available For 
PC and compatibles 


Designed By 
Mindscape 
Distributed By 
Mindscape 
Street Price 
$49.95 


COMPUTER 
GAME 
REVIEW 


Da, and Then Some 


There are no lift 
lines, no cold 
weather and you 
can’t even break 
your leg. 


Step into those boots and clamp 
down the bindings. Six ski events 
await for you to attempt to break the 
record and win the world champi- 
onship. If there were a Hexathalon 
event for skiers, this might be the 
way they'd do it. 

Go for speed in the Downhill event 
or show off those quick reflexes in 
the Giant Slalom. If it’s your agility 


Maintain good form and soar 
for those extra meters. 


that you want to test, try out the 
Slalom against another opponent 
and find your rhythm through the 
gates to beat him or her to the bot- 
tom. If Snowboarding is your thing, 
try it downhill or slalom. To thrill the 
casual fan, show them how far you 
can leap into the air in the Ski Jump 
event. | 

Winter Sports keeps track of your 
record times and distances and 
pumps you up to achieve them by 
placing fans along the run. The pret- 
ty ski bunnies will ring their bells and 
the men will toot their horns as you 
race by. Watch that tree or you'll be 
on your back watching as precious 
seconds go by. 


Race the slalom and hit those 
gates to avoid penalty time. 


Originality 


94 


Playability 


64 


Visuals 


60 


Audio 


09 


Manual 
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Originality 


79 


Playability 


81 


Visuals 


64 


Audio 


72 


Manual 


74 


Originality 


$2 


Playability 


73 


Visuals 


79 


Audio 


85 


Manual 


88 


Hey, there’s no need to dust off that old Atari 2600 for some 
bad skiing action anymore!! Now it's on a PC near you—but 
act fast, because it won't be on that hard drive for long. Due 
to its European origins, the game uses little or no English (or 
any other lanquage)scluniags actual” pla that means that all 
functions are actiWated Dy tortudusly ambiguous icons. Once 
you've figured out WAIeA event VOU juStaceidentally signed up 
for, it’s time to D@gin.skiing. AS you're NO doubt aware from 
the various cheap Doom clones tlooging the market, true par- 
allax and sensation of @epth are aiticult Hurdles for program- 
mers and artists.ShheWWVS desi ghiteam has ignored these hur- 
dles or tripped over them (respectively); i's in fact difficult to 
tell that you're heading downhill atatexcept on the ski jump. 
| had to guess left or right on steering questions pretty much 
the whole time, since | couldn't tell which way the course lay. 
And why is it called Winter Sports instead of A Collection of 
Downhill Skiing Types? Give this one a miss. - Kevin 


If you'd like the thrill of winter sports, you should probably 
look elsewhere. Winter Sports has such classic winter enter- 
tainment as Snowboard Slalom. I’ve been skiing at several 
places that allow snowboard use, and | have yet to see a 
snowboarder do amyihingeven remotelysesimilar to slalom. 
That the game doesnt even let youl go freeform with a snow- 
board is indicative Of thetevel ofesearch spent on this prod- 
uct; did the gam@ Gesighiérs ever get closer to a ski area than 
turning on the tub@ {0 waien the Sports Channel? Though the 
game is described On the packaging as an incredibly true-to- 
life skiing simulation,’ 1 would Nave appreciated differing 
snow conditions the ability to experiment with waxes and a 
selection of skis witfPVarying degrees of camber and flex. 
One of the most perplexing items in the game is a save game 
Option; who do they think is going to use it? Winter Sports 
may be fun for some people; for me, the most fun | had was 
hitting the “quit” button. - Ted 


As | like almost all sports, | also like almost all sports games. 
They give you a chance to compete in ways few ever get the 
opportunity to. Ski competition is not only thrilling for the 
spectator but a great experience of man against nature and 
time. My favoritesewemtseinethe game aid the sport are the 
Downhill and Giaiat Slalom. | ike thé Slalom, but | found it 
impossible keeping @ Smooth and steaay-thythm through the 
gates. The Snowpearding events afélabsolutely worthless 
since the best aspe@t Of the Spor, the tube, is not in this 
game. There is only @ Downhill and Slalom event. The Ski 
Jump is no great tamil either. What. cant understand is why 
Mindscape did nof welude Bobsledding and Luge since they 
are probably the most popular winter sports events. | also 
think mogul skiing might have been a nice addition. The 
sounds are very realistic and there are even people on the 
slopes who cheer and ring bells. This game might be called 
“cute” and too lacking to be taken seriously. - Tasos 
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B You have exactly two hours to find 


Cycle” into your skull. 
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B loaded a particularly repugnant little cyber-virus called “Burn 


data thief. The bad news is you've just down- 


PHILIPS 


Limited first editions of Burn:Cycle contain a separate original hardcore rave soundtrack CD. Burn:Cycle ©1994 Trip Media Limited. © Philips Interactive Media International Ltd. ©1994 Simon Boswell. All rights reserved. ©1994 Philips Media. All rights reserved 


Your name: Sol Cutter. Occupation: 


COMING SOON — _- 
MAC & PC CD-ROM ae 


Haming Pigs and Convicts at War 


Legions lets you Originality 
face off against the 79 
mightiest militaries 

from ancient times. Playability 


82 


Visuals 


70 


Audio 


06 


Manual 


86 


| had lots of hope for Legions as | read through the manual. 
It is a turn-based, sword-and-cavalry wargame, supposedly 
featuring diplomacy and economics. The vast number of 
troop types, obviously painstakingly researched, made my 
heart soar. But thendgpl@yétaihe game, and all semblance of 
historical (or any other) detail disapp@ared. The player exerts 
little control over the economic situation; pretty much any mil- 
itary activity (the basis of {he game) bankrupts the treasury 
and the people reyolt Theres no good way to better the 
economy. Military @@tivity GOnSiSts only Of clicking and drag- 
ging units across @ Bland landscape t6 generic villages or 
generic cities; on th Mext TUM, yo Geta battle report that 
tells you the number dead on each side. With a general 
involved, you can tell the troops which tactics to use, but you 
get no other information from the aftermath, like which tactics 
the opponent used. The lack of feedback is criminal, and ulti- 
mately destroyed any interest | had inthe game. - Kevin 


NI 


The Romans under Caesar. The 
Greeks under Alexander the Great. 
Charlemagne’s Franks. These are 
some of the armies you'll be facing 
off against in Legions. Your goal is 


Legions to conquer the world. 


By Mindscape Forty-three separate unit types 


60 Leveroni Court 
Novato, CA 94949 
(415) 883-3000 


eli teltirlisvas Legions for Windows is an elegant little turn-based wargame, 
7 4 and helps to dispel some of my antipathy toward Windows 


AVERAGE SCORE: 
(though | still think Windows is, on the whole, evil). Being able 


Make your wishes known to mevamm (0 play over a network is a good thing; while the Al is pretty 
the other rulers. Cerny well-written, nothiagiS@aita hunafii®pponent when it comes 

B 2 to sheer cunning and ruthlessness. The types of troops you 
(from Cretan Archers to the dreaded can construct afé varied and well-rounded, and the random 


Flaming Pigs) will help you accom- MST SEE map feature puls feplayability: Well into the stratosphere. 
plish your goal in this turn-based 7 8 While army stratagi@s haVesbeem boiled down to seven pop- 


Requirements wargame of ancient empires. As the ular formations, fat least Clashes with thé enemy aren't simply 


386/33 or better, Windows 3.1, Emperor of a fledgling state, tax MPT 2 matter of accouinting You'll heed tofigure out your oppo- 


SVGA, 4MB RAM your people and make war upon nents’ overall strategies and try to counter them. While | think 
GCantralter your neighbors by hiring mighty 6 0 the diplomacy/economit engines néedto be reworked (you'll 
troops and cunning generals. Up to bankrupt your treasury if you don't take over a hostile neigh- 

Mouse 7 , Manual 
19 other empires are out there; ally bor, pronto) they are not anywhere near as bad as some oth- 
Hard Drive Space with them to gain economic strength SE ers | have seen. Neat, and a must-have for the Windows 
15 Meg and then declare total war upon crowd. - Ted 


Number of Players them to reap their harvests. Take 
One to five Players their cities and become a true 


Emperor. Ten historical scenarios elitelir Wings Legions could have been a much better game with a few 
are included. The players may elect minor improvements in some key areas. The economy is a 
PC and compatibles to do battle on a random map. 5 3 constant struggle since it is very shallow; you always seem to 
Designed By Legions allows multiple players to Playability be In need of Supplies and food for your troops and you can 
Mindscape compete on the same computer or do little about it. PrigeS ar@¥driven by quantities bought and 
— across a NetBios network (requires 6 a sold, so the first on@ WhO Geis to thewfiarket can make it hard- 
Distributed By 7 
' 486 processor). er on everyone els@) Your tOWNS will DrOdlice one or two com- 
Mindscape MISUSE mocities, but so fei that it ustially doesn’t help much, and 
Retail Price 7 4 you can't change what thoS@,aré. Even worse, they never 
$49.95 grow and never improve. Sin¢e your troops eat up a lot of 
Audio supplies and food, @Specially When yo Move them, you have 
7 7 no choice but to use them, They will €ither be killed off so you 


Available For 


will have fewer to support; Or you will capture a city and all the 


COMPUTER =: 

GAME : towns will be yours as well, giving you more resources. As 
; Manual : 

REVIEW ° 2 your empire stretches all over the world map, you have to 
: epee ase eee 88 constantly use the scroll bars to get to places, since the 

59 : View the latest battle reports overview map is altogether worthless. - Tasos 


° after every turn. 


ti 14 


— Alvaiuaate fon IBM Comparianes on 3.5° osx ano CO-ROM 


1-800-334-6570 


© 1994 MicroLeague Interactive Software. © 1994 Games Workshop Inc. Blood Bowl is a registered trademark of Games Workshop Inc. All rights reserved. 
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COMPUTER 
GAME 
REVIEW 


Dragon Lore 


By Mindscape 
60 Leveroni Court 
Novato, CA 94949 

(415) 883-3000 
Fax: (415) 883-0367 


Controller 


Street Price 


The Dragon Knights Need Another 


Member, Are You Busy’ 


ll the sentient races in the world—the Humans, 
Elves, Dwarves, Trolls and even the Dragons—have 
retreated to the safety of a vast valley, behind an all- 
encircling wall. All have fled the rampage of the 
Orcs, who consume everything and leave nothing. 


Even the Sea People have aban- 
doned the shallows, and with it, their 
culture. The vast numbers of the 
Orcs slew and consumed all those 
who could stand against them. 
There was no possibility of defeat- 
ing the ravenous horde. Instead, the 
mysterious Archmage proposed the 
bold plan of hiding in an unassail- 
able fortress circling a vast valley 
until the Orcs had consumed every- 
thing else. The Valley was walled off 
and secured, and the survivors of all 
the races began The Long Retreat. 


Exploits of the 
Dragonprinces 


This retreat was guarded by the 
Dragonprinces, great warriors riding 
the Dragons that had chosen them 
for that honor. The vast, immortal 


Werner will have the opportunity to talk to the other Knights. 


Dragons maintained a guardianship 
over family lines or small areas of 
settlements, choosing powerful can- 
didates from these groups to ride 
them into battle and sport. These 
riders were known as Dragon- 
princes, and the valor and might of 
most were legendary. 

Before the plan of the Archmage 
was hatched, the Dragonprinces, 
divided by memories of ancient 
strife, fought the onrushing hordes 
separately and uselessly. Great 
Dwargo, Champion of the Dwarves 
and rider of the Steel Dragon, fell 
defending the mines of his home. 
Gogus, King of the Trolls and rider 
of the Crawler Dragon, succumbed 
to the Orcs in his mountain cave. 
Even Helmut of Stormwald, rider of 
the Sapphire Dragon, fell while 
leading a great charge against the 
Orcs; with him fell the Sapphire 


) See: Se a 


Dragon, the first known death of 
these immortal beings. It was cer- 
tain that all were doomed unless the 
Dragonprinces allied; and so they 
did under the leadership of Arthus of 
Erwyndyll, rider of the Solar Dragon. 

Without their leadership and hero- 
ism, far fewer would have made the 
perilous journey into the safety of 
the Valley. For 10 years the battles 
raged, always a retreat, a mere 
holding action against the Orcs. But 
the resistance crumbled with each 
passing day, and the Orcs multi- 
plied even as they stripped the land 
bare to the rocks. When all was truly 
lost, the Archmage sealed the 
Valley, and the world waited for the 
Orcs to consume all else and even- 
tually each other. 


Betrayal in 
the Valley 


Axel von Wallenrod, rider of the 
Dragon of Fire, was a prime cham- 
pion of the Long Retreat despite his 
rivalry with Haagen von Diakonov, 
rider of the Dragon of Darkness. 


Werner’s inventory is easily 
accessible, not strewn about. 


Diakonov has created playthings for you to match skills against. 


Seventeen years ago, Axel died 
under mysterious circumstances, 
and Phlogiston, the Dragon of Fire, 
disappeared. Suspicion fell on von 
Diakonov, but nothing could ever be 
proved due to lack of evidence. 

But now you, Werner von 
Wallenrod, have come of age; and 
you seek answers to questions 


The first time I saw it, I 
thought my sound card had 


cut out. 


about your father’s death and about 
the location of Phlogiston. 


Dragon Lore 


DL is a graphic adventure in which 
the player tries to win acceptance 
into the order of Dragon Knights. 
The path ahead of Werner, howev- 
er, is not easy. Not only must he 
complete many quests, but these 
must be completed under the 
watchful eye of many of the 12 other 
Dragon Knights. These superiors 


The Valley is always misty and 
always full of surprises. 


52 
89 


Visuals 


90 


Audio 


55 


Manual 


67 


watch Werner's progress for his ori- 
entation on the axis of Violence or 
Wisdom. Werner displays Wisdom 
by solving puzzles with inventory 
items, and Violence in the obvious 
manner. Eventually, all will vote, 
and if Werner has performed ade- 
quately, he will be welcomed into 
the fraternity of Dragon Knights. 


81 
83 


Visuals 


90 


Audio 


65 


Manual 


85 


The world of the Valley is depict- 
ed in rendered, first-person graph- 
ics. Often, as Werner travels from 
area to area, a small movie will be 
shown of his transition. 

The actual interface is a simple 
mouse-operated, point-and-click. 
The cursor is a small animated 
dragon, that reveals possible 
actions by changing its profile when 
moved across a hot spot. In this 
way, it indicates possible movement 
directions and objects that can be 
taken or manipulated. 


55 
72 


Visuals 


85 


Audio 


14 


Manual 


63 


See various structures from all 
sides as Werner walks by. 


Originality 


Playability 


Originality 


Playability 


Originality 


Playability 


Ooooh, pretty graphics. Ooooh, bad game play. The funny 
thing about DL's graphic style is the way that all the objects 
appear to have depth until they're examined closely; it's the 
same way with the game itself. It’s like walking through an art 
gallery where impontenteiacts abel ti@apaintings have been 
recorded and played Over speakers next to each piece. 
Conversations wit) the NPCs; waich Gould have been inter- 
esting given theiP*VaSiiy Ginter ent OLtlGOKS and personalities, 
are talking-heads affairs witn n@umteracnon, In fact, these are 
oddly disconcerting Agiven the IN@XCUSaie way in which the 
character's lips COmmmUe’ to flaiitom@yaner all the words are 
gone. Perhaps ch@Wing’ gum aQiSessiampant in the Valley. 
Also inexcusable !s the low quality"of the sounds in general. 
The speech is okay, but little else is. | wish the whole game 
could be recast into a different mold, because this particular 
version of adventure game-lite feels alien and cold, which is 
a shame given the moderately okay storyline. - Kevin 


Dragon Lore is a very pretty game, rich with plot and sub- 
stance. Sadly, it lacks the smooth graphics which are part 
and parcel of another game reviewed this issue, Cyberia. The 
graphic representations are similar (though chunkier in 
Dragon Lore), buieiiagoRakore offef$ Vew little in the way of 
fluid motion. Th@Sound, iKewisé, BOrders On nervewracking, 
and | had to tual it Off Order 10 €Ven Get past certain sec- 
tions of the gari@ Without Deing Given Sereaming from the 
room. The interfa@e 1S SOmew hai lacking, although it is more 
workable than omer games | have seen. Dragon Lore com- 
bines some of (6 Detter elements of RPGs and adventure 
games, but it WH probably be adopted BY neither crowd of 
gamers. It doesn’t féePquite comfortable in either category. 
On the positive side, this game is full of eye candy; the ene- 
mies and NPCs are rendered well, with the exception of the 
Dragon Knights. They are less fleshed out than any other 
character in the game. -Ted 


As pretty as the graphics might be, animate objects looked 
too mechanical and out of place. With the use of first-person 
perspective, | felt like | was the only human being in the world. 
Every other character was like a mechanical robot put there 
to let me play. In reali tdiais actually almost the case. But 
in an adventure Game tne" pleyereSAOuid be drawn into a 
believable world, believe! in the Sense that it becomes your 
reality for the time YOu Spena@ there, During conversations, a 
character's mouth GORUMUGS To, MOVE even after they are fin- 
ished talking. Even@uning GOAVersation you must click to con- 
tinue the chat thoW@Atheie Gums COMtAUe to flap. The first 
time | saw it, | thoug@Aimy Sound cardRaa cut out. Other than 
that, the game was alfogether boring and presented little in 
the way of an intriguing challenge. Fighting was dull, because 
you just have to stand there and hack and slash until one of 
you dies. Very little thought has to be put into anything in this 
game. - Tasos 


COMPUTER 
GAME 
REVIEW 


Discover true felitelirliiagm Playing this game is like juggling 15 balls in low gravity: You 
Stress with Air can just about keep everything in the air, but when your 
Havoc Controller. 87 rhythm gets off there’s going to be a mishap of epic propor- 


oe tions. When | was playing, | felt like a mid-70’s disaster film. 
wba coamtbe AHC has a great de@lOffun, withausimpliestyet sound) basis. 

71 The flight controf@ngine eoul 
| er, that is), so thé de 
gorgeous animations.ot f 
tasty graphic nuap@es,. 
in a mood other fang 
seriously—screw 


It's three o'clock in the afternoon. 
Visibility is high, winds are calm, 
and there are only scattered clouds 
in the sky around the Phoenix area. 
SO why are your palms sweating? 
: Perhaps it’s because you know that 
Air Havoc Controller you have only 30 minutes in which 
to process the 60 airplanes that are 
By Trimark about to invade your radar scope. 


2644 30th Street 


pier (for the comput- 
@the whole thing up with 
a thingsehappening and other 
Ugh, you'd best be 
0 0 play this game 
ON tightly. It requires 
0) KINGS OF Getail, all at once. It 
makes you wonder HOW: BYS handle it. This would 
make a great off-again, on-again game; extended play just 
isn’t possible unless your nerves are made from some kind of 
exotic ice-forged metal. Kudos to the designers for allowing 
the player to set up most of the play options. - Kevin 


Visuals 


94 


Audio 


80 


Manual 


63 


folifettir-itiavas | hate to fly and it shows. Air Havoc Controller allows me 
8 0 some justification for my fear of flying: How do you know that 


e @eeeeeeaoe eos ee eee eceees 


Santa Monica, CA 90405-3009 
(310) 314-3069 
Fax: (310) 392-8170 


AVERAGE SCORE: 


the controller for your plane isn’t fresh out of training? Or, 


Wits dontheuee great view SIeNer Tree \rse yet, that he or she isn't being trained on the job? In any 

so the animations help out. event, AHC is an entéftéining Gamenevensithe view from the 

88 tower is somewhat Mono The Main screen never 

Air Havoc Controller puts you in cope ee ame? animations of 

the control tower of the Phoenix- beams 1206S landing on@fashing: The’animations of these landings 

Scottsdale-Deer Valley regional 90 and crashes are ROmiNg SM, of greats Wile the “easy” sce- 

control center, where you have a NArlOS are SUPPOBEGT0 YIMEYou atasie of the game, they 
bird's-eye view of the territory for 30 Pelt 2c" all that easy Me really tough Seenarios are Incredibly 

miles around. As planes enter your tough. “Terror in Me TOWER Is (Maro complete that it wil 

Controller control zone (either from other air- 76 give you nightmares fordays. The best feature of this game 


& iS j | the gamer; you can 
eaaandl difex Wikteee ie fae is in the amount of control it affords 
p P Manual change any of the options in any scenario that you want, from 


, the Phoenix airport), you'll need to 
Hard Drive Space pony 80 the number of planes you'll have to handle to the amount of 


decide proper altitudes for routing 7 ers 
those planes safely to their destina- time you have in which to handle them. - Ted 


Number of Players tions. Some planes will simply fly 


through as they travel on to other 


fevitelirtisge | never really wanted to be an air traffic controller nor ever 


Available For parts of the world, others will want to 86 wanted to play a game that simulated the occupation. But if 


land at one of the three airports in you like dripping sweat off your forehead onto the keyboard 


blowouts, just happen. 


, your vicinity. Handle them in a time- this should have that effect on you. Even the first couple of 
ne if and, aicient: manner and-you Fee aeity scenarios with 5 ang@ltiiple - pretiyy tough. The later 
score well and save countless lives. 7 S ones. . forget it ae Houend oo ique in that the 
Distributed By Air crashes and missed handoffs best pay off combfighn Viele) SeulRDn Ines you get a cool 
count against you, ane STC animation of a nearmiss/orbetter yet, amid-air collision. For 
Retail Price eoenmey 95 succeeding, you get SeOresior yourpenotmance which isn't 
as exciting as se@iNg™a plane 16, 91Nnce it's a Windows 
PRR Times 92me, it's no surprise that the Inteyta ises a mouse, There 
9 4 are keyboard co mands iavcan Speed things up a bit. | did- 
° n't like having to adjuisSpeed and altitude for the planes 
i la : using a scroll bar, though. It might have been better to enter 
: WCULCUEEE tho number in with the keypad. If this kind of game is even 
REVIEW ° 
: 5 6 remotely appealing to you, get it for the great graphics. They 
EG : Oops! Random events, like tire are truly spectacular. . - Tasos 
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Railroads & Robber Barons 


With immigrants pouring in, America is poised for explosive west- 
ward growth. Magnates famed for their greed and business acumen 
rush to cash in. Can you handle the challenge? 

Lay track, build stations, purchase trains, and manipulate stocks 
to build an empire of iron and steel. History’s greatest Robber 
Barons will try to stop you by undercutting your lines and buying 
out your stock. Your only weapons are money and trains. Will ea 
your empire succeed or fall under the wheels of the competition? Break eeuah the cortgelition! 


Actual sereens may vary 


CD ROM COMING SOON 


Available on: PC Compatibles, 386 or better, 4 MB of Ram, 3.5” High 
Density Floppy, Mouse, VGA color graphics. Sound Support for Sound 


ge» The Avalon Hill ~—— 
Fee Game Company | 2ae* 


— Salle: DIVISION OF MONARCH AVALON, INC. Blaster AW32, Sound Blaster 16, Sound Blaster Pro and Compatibles, ¢ = 
4517 Harford Road Baltimore, MD 21214 Pro Audio Spectrum and Roland. me es 
. ; ZT 
1830: Railroads & Robber Barons can be found in computer game stores near you. For order Basiitt 3 a | 


information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. 29-5 


oe: 
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Metaltech 
Battledrome 
By Sierra-On-Line 


P.O. Box 3404 


Salinas, CA 93912 


(800) 743-7725 


Orders: (800) 757-7707 


AVERAGE SCORE: 


386DX/33 or better, VGA, 
4MB RAM, Hard Drive 


Controller 


Mouse, Keyboard, Joystick 


Hard Drive Space 


15 Meg 


Number of Players 


One Player (Two remote) 


Available For 


PC and compatibles 


Designed By 


Dynamix 


Distributed By 


Sierra On-Line 


Retail Price 


$44.95 


COMPUTER 
GAME 
REVIEW 


Massive HERCs 
give their virtual 
all in high-stakes 
arena combat. 


Forget alien invasions, mad com- 
puter systems and the honor of your 
clan. It’s time to pilot a giant robot 
into brutal combat for the most 
noble reason: Your own personal 
enrichment. A virtual arena and 
dozens of skilled opponents await 
your skills in the Battledrome. 

If you're new here, you'll start with 
a decent allotment of cash—enough 
to outfit your first HERC with your 


) PRE g 
ae that 
> Pty 


Control your HERC from the 
inside or the outside. 


choice of weaponry, as well as a 
few extra thousand to fall back on in 
case of an emergency. As your skill 
and winnings increase, you can tai- 
lor-make your choice of the 10 
HERCs available and build an 
unbeatable stable. 

Ready for an opponent? Take one 
of the always-ready computer oppo- 
nents or hook up with a friend on a 
network or a modem. Negotiate the 
terms of the combat, including the 
size of the arena, number of obsta- 
cles, personal wagers and even 
legal weaponry for the coming con- 
flict. Then grab your HERC and 
blow the unlucky dupe into scrap 
metal. 


Go one-on-one in either 
modem or network play. 


Originality 


68 


Playability 


61 


Visuals 


86 


Audio 


lé 


79 


Originality 


67 


Playability 


89 


Visuals 


85 


Audio 


84 


Manual 


78 


Originality 


76 


Playability 


62 


Visuals 


82 


Audio 


78 


Manual 


85 


| Spartacus Meets Spark Plugs. 


| have a weakness for these giant robot fighting games, due 
to my appreciation of FASA’s Battletech boardgame. 
Battledrome is much more fun than its brother release 
EarthSiege, largely because it doesn’t take itself as serious- 
ly. Running these 4ERCSearoundevistwalearenas in one-on- 
one battles is mUCh More Satisfying and fun than dying in 
combat pseudo-Mmissions, Unfortunately, the control scheme 
is largely the same: Neareimpossiblé, Only those gamers who 
own those silly ap@ @xpensive joystieks with those little hats 
will be able to exaet any control out OF their HERC without 
hours and hourg$ Of practice. At @ast you'll only face one 
enemy HERC at @ time, The negotiation phase is an innova- 
tion, but the Al needS*Work—enemy HERCs will agree to 
enter the arena sans weapons, which removes just about all 
the fun from the game if you're weak enough to use this. It 
gains new life on appropriate network or modem hardware, 
since that avoids the Al problem. - Kevin 


The second release in the Metaltech lineup in less than two 
months, Battledrome is a poor cousin to EarthSiege. 
Essentially nothing more than head-to-head combat in an 
arena setting, there is very little strategy beyond deciding 
what weapons youlllib@ Olttiitting your AIERC with and setting 
up battle condition$ favorable to yoursel, The one saving 
grace of Battledrome’ 's its modem/network play. Because 
One-on-one comat witha live opponentistar superior to any 
computer Al currently available, this feature makes the game 
a worthwhile consideration for pufehase. The graphics are 
mixed—enemy HERCs 00k great, while the arena is remi- 
niscent of Spectre VF's battlefield, The sound is, as nearly as 
| can tell, exactly the’Same as it was in EarthSiege. The one 
thing that really annoyed me in Battledrome was the referee’s 
presence. The referee is a little flying robot that tries to put 
itself in a good position for viewing the combat; it winds up 
getting in the way a lot. - Ted 


Metaltech, Battletech, etc. has gained popularity over the last 
few years. | used to be a regular participant on GEnie late at 
hight when it was still in beta. It was a lot of fun because it 
was competing against other people. Although the computer 
A\ in Battledrome jsigoodiin, th evarenamitisypretty lacking dur- 
ing negotiations; OF Very Cocky! If you are persistent but not 
overly demanding, yOu Can Often Get a Computer opponent to 
agree to a chal@nge without any weapons while you are 
equipped with a eouple, Then yOu just enter the arena and 
blast them until ff OVer: Preity silly. They Gould at least ram 
you, or even take @ Tew/ShOtS aridwlet the penalties come out 
of their winnings; But they don’t) They could always throw in 
the towel during a match and still geften percent of the win- 
nings and save on repairs afterward. The controls are the 
biggest challenge, but the multiple devices and configurations 
should let you find one suitable to your preferences. If you 
really want to enjoy this, plan to play with others. - Tasos 
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The Incredible 
Toon Machine 
By Sierra On-Line 


P.O. Box 3404 
Salinas, CA 93912 
(800) 743-7725 
Orders: (800) 757-7707 


| AVERAGE SCORE: 
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Available For 
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Street Price 


COMPUTER 
GAME 
REVIEW 


Saturday morning 
cartoons meet 


Rube Goldberg 


Anvils. Elephants. Fish. Cheese. 
You and | know the parts all too 
well; men like Chuck Jones and Tex 
Avery showed us the raw world of 
cartoon physics. Sure, you’re famil- 
iar with the material—but can you 
pass this test? 


aan 


The CD-ROM version features 
extra animations and music. 


Incredible Machine, Sid &Al’s 
Incredible Toons), The Incredible 
Toon Machine draws heavily from 
the works of Rube Goldberg where- 
in problems are solved by the 
longest possible route. The player is 
presented with a simple goal (Poke 
Al the Cat with a pin) and given free 
rein to achieve that goal by any 
means possible. TITM contains 
more than 75 different objects, from 
Catapults to Conveyor Belts, that 
the player can use in various ways. 
Non-linear solutions are not only 
possible, but encouraged. 

This review is of the Windows CD- 
ROM version; TITM is also available 
in DOS and disk-based formats, 
and a Macintosh version is planned 
as well. 


The objective is simple: make 
the dragon toast the cat. 


Much like its forerunners (The 


Build a Better Mousetrap, 


Originality 


81 


Playability 


76 


Visuals 


81 


Audio 


88 


Manual 


84 


Originality 


70 


Playability 


$2 


Visuals 


85 


Audio 


83 


Manual 


80 


Originality 


67 


Playability 


72 


Visuals 


93 


Audio 


92 


Manual 


87 


These Incredible Machine things are starting to get out of | 
hand. While I’m a big fan of the true TIM series, this product | 
(and its predecessor, Sid and Al’s Incredible Toons) has little 
of TIM’s panache and clarity. The puzzles and animations are 
painted in broadesestfOkes»and beeomevalmost garish when | 
compared to thelf older brethren! Puzzle Solutions, instead of 
being elegant, até n oryand the extra ani- 
mations slow thé Whole/p 
it, though, |'ll reiterate that 
puzzles games 

They exercise Inear 
mix of headbanging diffi 
brain gets no better=wor 
Machines, go ahead and try this one out (although you may 
want to avoid the cloying animations of the CD version). It's 
also an excellent way to interest younger players into the big- 
ger world of the original TIMs. - Kevin 


f6, Tunnell’s series of 
yuna on a computer. 
gNuity and a judicious 
wkling “ahal’s. Your 


Although the puzzles are excellent, Sierra made a huge error 
in depriving the .gamer of configuration options in The 
Incredible Toon Machine. Before each puzzle, there is an ani- 
mation sequence as well as a text description that describe 
what you're supposed dolimthe puzzledhat follows; despite 
the fact that the animations afe\extuéimely annoying, there is 
no way to shut the Off, AS the saying goes, “Help stamp out 
Meed to have both. 

Cah Never give a gamer 
islalso the problem of the 
animations of Sid and 1100 long to complete 
certain tasks, such @§ entering and exiting “cave” pieces. 
Other than those flaws, té individual puzzles are enjoyable: 
they are on a par with the original Sid & Al’s Incredible Toons. 
Although I'd rather see this game in a DOS version, the 
Windows version is quite playable if you happen to have 
Windows on your system. - Ted 


and abolish redundainey.” r ‘is ne 


too many control Of 


Why do game companies have to throw in cut scenes to 

entertain us during transitions? | don’t think we get bored that | 

quickly. Fine, if they have surplus cash left in their budgets or 

they've taken in some graphics people that were left on their 
hem to w something, then | under- 

stand. But the leastthe i 

we want to. Ins: 

between puzzle§ W 

the next puzzle is. They @ 

about half a dozen that ap | 

Since the sam@ iS @coessibia auring 

form, after you've $e 

bly won’t want to agatfr 

comparable to TIM, but not quite as challenging. The cartoon 

animations can be amusing and give the concept a humorous 

twist. This is designed more for mainstream gamers as 

evinced by its Windows home. - Tasos 


7 Machine, they appear 
Al telling Us What the object of 
ne, t ut there are only 


“It’s an imaginative, 
engrossing and vis- 
ually mesmerizing 


experience...” 
Computer Gaming World—December 1994 


“Magic Carpet’s graphics 
probably represent the PC’s 
finest hour. The gameplay 
in Magic Carpet is bloody 

marvelous.” 

Edge Rating: 9 out of 10. 

EDGE Magazine—December 1994 


“Magic Carpet is a ground- | 
breaking title that combines 
the best features of a flight 
sim with the intellectual 
backbone of an RPG.” 


Next Generation Magazine 


Shred the skies on the world’s fastest, 
most-heavily armed flying carpet. Get 
ready for non-stop blasting action. Feel 
the groundrush created by revolutionary 
fractal graphics in the fastest arcade 
flight experience ever. See for yourself 
why critics AND gamers are raving about 
Magic Carpet. Visit your local retailer 
or call 1-800-245-4525. 


Stunning 3D fractal la 


ANIMATED VIOLENCE Magic Carpet, Bullfrog and the Bullfrog logo are trademarks of Bull 'rog Productio 


i, 


PRODUCTIONS LTD 


50 incredible levels to lay a 


path of destruction through 


24 powerful sp 
and lightning storms 


] 


The storyline 
and action play 
like a Don 
Bluth movie: 
all the look and 


feel of a Disney 


movie, but none 


of the heart. 


COMPUTER 
GAME 
REVIEW 


Walt Disney meets the Sierra On-Line 
Mi Design Team, 


n an industry filled with products that thrill gamers with 
srowling demons shooting fireballs, popular Hollywood 
personalities characterized as hellish fiends and images 


found only in the worst of nightmares, it seems story book 
fantasy would have no place. 


Don't tell that to Roberta Williams, 
however. Her King’s Quest series 
has sold over 1 million copies for 
Sierra since the original release in 
1984, making it the best-selling 
computer adventure game ever. If 
that isn’t evidence enough that her 


og! “3 

a eee 
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The mystic and ancient desert 
is where the Queen will start. 


series should continue to be popular 
for some time to come, the consis- 
tent box office smashes from 
Disney should be. 

Each year they churn out one ani- 
mated classic after another, and 
each year they rank among the top 
at the cinema and in video cassette 
sales. Time Magazine placed The 
Lion King at number seven in their 
The Best of Cinema of 1994 list. 
King’s Quest VII is in good compa- 
ny. Since the animations and art- 
work are comparable to such 
movies, it captures the charm and 
appeal that has attracted such huge 
audiences to them. 


A Chisel Strikes a 
Piece of Stone 


Not surprisingly, according to 
Sierra, Roberta Williams has 


become the best-selling interactive 
adventure game author in the world. 
Could she have foreseen the extent 
of her success in a genre she may 
very well have created? In 1980, her 
Mystery House was the first adven- 
ture game to combine text with 


In the underground volcanic 
crystal caverns live the trolls. 


graphics. Like an artist with a new 
medium to work in, a well-worn 
hammer and chisel struck an undis- 
covered piece of stone. The result 
of the carving was King’s Quest I. If 
she had not the foresight to see 


Not only is Princess Rosella being forced to marry the king of 


where this first creation might be 
headed, Big Blue certainly did. IBM 
marketed it for their PCjr, itself a 
nascent phenomenon that would 
change the way people around the 
world would work and play. 
Electronic entertainment has 

always been and will always be a 
victim of the hardware it is run on. 
There have never been a shortage 
of ideas as the imagination of man 
is virtually limitless. The only obsta- 
cle is the way those ideas can be 
translated and shared with others. 

The seeds of the King’s Quest 
world had been planted and they 
would flourish over the course of the 
next decade. Roberta’s zeal to stay 
true to the world in all of her adven- 
tures and to still make each adven- 
ture fresh and new has been con- 
sistent. What has changed from one 
episode to the next are the graph- 
ICS. 


the Trolls, but she has also been changed into one. 


Queen Valanice will visit some very enchanted places filled with 
all different kinds of peculiar creatures. 


Some Walls 
Fall Down 


CD-ROM technology has given 
game developers the means to 
unlock barriers that have restrained 
their imaginations in the past. The 
designers and artists of King’s 
Quest VII have not hesitated to take 


Some New, 
Some Old 


Fans of the King’s Quest series 
know that besides state-of-the-art 
visuals, sounds and music they can 
be guaranteed a good adventure 
game at the heart of it all. KQ VIl is 
no exception. The methods might 


shows the items your character is 
carrying. To examine that item, you 
just click on it to pick it up and drag 
it over to the eye next to the win- 
dow. This allows you to see the 
Object in three dimensions and 
rotate it. 

The rotating feature is not just a 
trivial cosmetic feature. It will some- 
times serve a purpose. Some 
objects, such as a basket or a bow! 
will contain something else that you 
will need. The problem might be that 
you can't see it. Therefore, you 
must spin it around until your line of 
sight lets you see the one object 
inside the other. Then you can pick 
it up and it will be available in your 
inventory. 

Also, at times just clicking on the 
item will perform some necessary 
action. For example, you might find 
a closed chest or other container 
with a lid. To open it to see what’s 
inside, just click on it. 

The Controls Icon, which is the 


The beauty and enchantment of the world 
made me want to continue just so I could see 


the next part. . 


advantage of this new technology. 
Initial impressions will undoubtedly 
be formed by the no less than spec- 
tacular graphics and animations. 
For a career already credited with 
So many firsts, the latest Roberta 
Williams creation has brought fea- 
ture-film quality to her adventure 
game series and to computer gam- 
ing before anyone else. With art- 
work that looks like a Disney 
Studios production, King’s Quest VII 
should not disappoint its fans and 
should bring new members to the 
adventure gaming fold. 

On the audio end, the cast of 
about 60 different characters are 
endowed with voicemanship that 
can only add to the charm of the 
already charming world that they 
live in. A fully orchestrated sound- 
track with over 100 melodies and 
Original compositions will delight 
players to the same extent as from 
a feature-film. 


be similar to what has appeared in 
the past but with a few new addi- 
tions or modifications. 

As before, the cursor changes 
shape when it passes over a partic- 
ular hot spot with a necessary 
object or location of interest. There 
is an inventory window across the 
bottom portion of the screen that 


one that looks like a polished stone, 
has a number of functions. You can 
look to see which chapter you are 
currently playing in and how far 
along in the overall game you've 
progressed. 

Something that might seem unfa- 
miliar though is the scroller slide. 
This control can be toggled on or off 


Kin 


The Princeless Bride 


5 Quest VII 


By Sierra On-Line 


P.O. Box 3404 


Salinas, CA 93912 
(800) 743-7725 
Orders: (800) 757-7707 
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Originality 


64 


Playability 


80 


Visuals 


91 


Audio 


56 


Manual 


34 


Originality 


50 


Playability 


79 


Visuals 


90 


Audio 


89 
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85 
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88 


Visuals 


97 
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94 
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It's astonishing to see how the problem of flash over sub- 
stance can even infect the world of graphic adventures. While 
| have never liked the King’s Quest series (or graphic adven- 
tures at all, for thatsmattter), there are.problems here that go 
beyond my disliK@ Of SOWING pUZZIES WIA inventory items. 
The animations @fe Ceauinll, t@ BE sure: but they're also 
annoying after 4 While and Very, Very SiOW on less than opti- 
mal systems. Very Wile Back story is provided for newcomers, 
stranding them With Cr@facters they Know"little about. The 
Storyline and actOn play Ike a DON BiUIA Movie: all the look 
and feel of a Dishey movie, BUTNONE Of the neart. The design- 
ers also chose to GO"wirrtne ‘one clicK'd0eS it all’ philosophy 
of interfaces, reducing many puzzles to random clicking. The 
credits reveal that Roberta Williams had less to do with the 
game than the hype would have you believe. Come back, 
Roberta; your series is fading away. - Kevin 


King’s Quest VII, for me, could be boiled down to one word: 
dull. The graphics are pretty, the sound is decent, the inter- 
face is easy to work with, but the game simply could not cap- 
ture my attention. Aftemuplaying it for about 30 minutes, my 
eyes started to glaZé OVEN, TWO hourseinte it, my head uncer- 
emoniously slamm@@ into the keyboard (no exaggeration). 
My biggest problem with thé inte dace 1s that there’s no way 
to change the speed’ at Walch the CAdracters walk, and so 
you're forced to sitffArOUON Séreen after screen of sauntering 
slowness. While |W6 Beem Saying fOr SOme time now that 
Sierra’s adventure Game @ngine needea an overhaul, simply 
porting it to Windows “an@#fikering Witfthe interface consti- 
tutes only a tuneup. In it's favor, the game's puzzles are 
good, and the animation is only slightly below Disney quality. 
The fact that you get to play both of the main characters adds 
some originality to the game. - Ted 


| can't help but to feel that | have to put my disposition toward 
graphic adventures aside and view KQVII as objectively as 
possible. The game interface is basically the same as the 
other King's Quest games, with a fewaminor differences. | do 
like graphic advemtUFes; 1S justAn@l WAeMyou see so many 
that play exactly fhe Same Way YOu really appreciate innova- 
tions in the genfe, KQVH feally GOesmt Mave any. Just by 
looking at these Qietures you will Know you will enjoy play- 
ing this. | did enjoy playingy The béautwand enchantment of 
the world made Meawanit 10 CoAtAUe JUST SO | could see the 
next part and meét more of the wonderful characters in it. The 
music and voicemansaipare as Good'd dudiity as the visuals. 
If you really like witnessing advancements in A/V technology 
in computer gaming, KQVII is pushing well out in front. | also 
liked playing two different characters for the variety. For KQ 
fans, this is probably the best one yet. - Tasos 


if you prefer. Unlike previous King’s 
Quest games, this allows you to 
scroll over to the next screen 
instead of walking over to it. 
Therefore, the scroller slide lets you 
move the screen left or right to 
investigate a wider vicinity than just 
what is on the current screen. The 
only catch is that you are limited in 
how far you can scroll the screen, 
since your character must always 
be on the screen somewhere. 

Furthermore, a new twist for this 
episode of King’s Quest is that you 
will be alternating between Princess 
Rosella and her mother Queen 
Valanice. 


To get around this town freely, 
she will have to make friends. 


In Chapter One, you will control- 
ling the Queen, in Chapter Two you 
will be following the exploits of 
Princess Rosella, switching back to 
the Queen again for Chapter Three. 

Their adventure begins when 
Princess Rosella had been lured 
into a magic pool and the enchant- 


Many of the creatures are breathtakingly beautiful. 


After playing it for. ..two hours. . .my head 
unceremoniously slammed into the keyboard 
(no exaggeration). 


The stag’s companion has 
been turned into a tree. 


ed world beyond it. The Queen wit- 
nessed this and jumped after her 
and now searches for her daughter. 

In the enchanted Realm of Eldritch 
you will find some fantastic crea- 
tures such as talking stags, friendly 
trolls, a magnificent crystal dragon 
and many others. But Eldritch is in 
the darkest peril. The evil 
enchantress Malicia is plotting to 
destroy the Realm, forcing Rosella 
and Valanice to battle her for the 
survival of the entire world. 

This epic story takes you through 
a series of magical regions; a mys- 
tic and ancient desert, the volcanic 
crystal caverns of the Trolls, a 
delightfully spooky land of surpris- 
es, among others. 

As Rosella searches for the beau- 
tiful land of Etheria, Land in the 
Clouds, Valanice searches for her 
daughter, and both become caught 
up in the adventure of their lives, 
taking you along for the ride as well. 


CHECK OUT THE DARK FORCES $ LIDE SHOW ON THE LUCASARTS BBS AT (415) 257-3070 


YA Quick Fix tor Eye Candy Junkies 


There are elements 


] 


edie trl LOOK, this is a shooter. A vast, overblown, overproduced and 


. in this game that overwrought shooter, but a shooter nonetheless. The open- 
: may be more 52 ing sequence Is : ia es oe “i 
: : a once you get inside the thing it’s still a shooter. You move the 
: shocking than the etayannty ieee me and sélect can paths (left, right, for- 
: creatures. 90 ward) until a critteéy Comes Of the Screen. then you shoot it. 
: That's it. Periodi@ally you"Mave DOSS‘ critéers that must be 
: In the year 2023, a reconnais- MCSE struck in a sengitive pOltion of their anatomy; most of the 


sance pilot was summoned by the 


time, though, it @it We Crawly things OF other icks. The 
United Nations to discover what 


graphics are ey@-@atening, Had But allthe 3-D rendered 


Creature Shock happened to the survey ship Audio veneer in the wold Can't GISQUiséithesfact that this is a bone- 
8 y, simple exercise in mouse calisthenics. In tact, |’m not certain 


Amazon. The Amazon had been 


By Virgin Interactive : 
yg searching the solar system for a 


how many twitch fanSwihike it either, "Since it’s going to be a 
suitable place to relocate Earth’s | ir orofici -wow-it’s-a-CD- 
18061 Fitch Avenue p bit below their proficiency level. As a sheer oh-wow-it’s-a-CD 


Irvine, CA 92714 
(714) 833-8710 
Fax: (714) 833-8717 


inhabitants since the planet's near- EULER ROM, this might impress people who have little knowledge or 
destruction. However, as it passed Y taste for serious gaming. But as an actual game, it’s a few 


Saturn's outer moons, all contact notches below what | hope is the standard. - Kevin 
with the ship was lost. 


feyiteririiage | not entirely certain how this game was spawned, but it 
should have died as the horrible genetic mutation It is. 
50) Actually, that may be too harsh. Like the ancient Trojans did 


AVERAGE SCORE: 


with premature babies, perhaps instead it should have been 


nleyanaty thrown off the city,aW@liS Wien itdg@@aime clear that it was 

. G 4 going to be a weakling Of a Gamé. Although the graphics are 

= Blast your way to the alien technically well@oney thes game play is utter garbage. 
planet to search for survivors. MUSTER Creature Shock foreessttigngamier intd ain ill-designed inter- 


a 8 face that is entirély MOUS COntrolled¢Maybe they're working 
with some state-Ofine-al mousedhat Wever gets gunked up 
486SX/25+, VGA, 4MB RAM, styles of game play, first-person Audio inside. A simple Chole between) MOUSE; joystick or gamepad 
1xCD-ROM Drive adventure levels and flight simula- 8 0 would have curedthis lament. Because the graphics are high 


Requirements Creature Shock incorporates two 


Controller tion sequences viewed from the end, you can expectfots of clips and cuts in your sound (| 


Mouse vessel, interspersed with third-per- tested this game out on a 486-66); | also found that the 

son cinematic cut-always. Fly your CULE URE mouse froze when the game was trying to display a scene 

Hard Drive Space : | , aes | 
: small ship to the alien stronghold by 7 0 with a lot of movement. Bottom line, this game is about graph 

MB fighting through waves of alien fight- ics over game play. - Ted 


Number of Players ers, mines and on to a capital ship. 


| Then go into the tunnels and fire | ; 
ri Peo ; fevateieltings Creature Shock suffers from the same ailments found in a lot 


. our pistol at a variety of alien crea- 
Available For eae eau 6 9 of CD-ROM titles from the last year and I’m sure many of you 


tures with different attack forms and 
PC and compatibles abilities are as sick of it as | am. Typically, there are beautifully ren- 


Designed By The graphics were rendered using Playability dered graphics using state-of-the-art hardware and software 
Argonaut Software 3D Studio and high-speed video 


cael me ie 70 flavor. The rest leaVeS a Oaa taste in your mouth—namely a 
Distributed By compression from eveloper 


Argonaut Software. 


and good sound effeetsumitiuthatwoiteoiespeech thrown in for 


bad interface and an altogether pointless game that really 
WASTE makes you feel like youre Wastin your time. That really hurts 
G 2 when you already feel that you've Avasted your money. The 
high retail price can#MG Wery bitte must be eye candy 
Audio junkies that buy thes@ games, or/PeOple with a lot of dispos- 
able income who wilh Omly play it fora few hours and then toss 
8 - it aside. The first part is a shooter in space that you must use 


Virgin Interactive 


Street Price 


$79.95 


COMPUTER iy 

the mouse to control, and the reaction is so slow that you 
yap MULL have to pick up the mouse to re-center it on the mouse pad 
REVIEW 


You'll have to go it on foot and 7 G After that, you walk down corridors by clicking in the direction 
take them on one at a time. you want to move. Money well spent. Not. - Tasos 


Our new game is all in your head. 


You're playing the most amazing game ever genres like arcade and strategy—even racing simulators. 


created. You're moving unheard-of characters Or start from scratch. Now point, click, and customize— 


through your living room. You're riveted to the it’s that easy. With hundreds of backgrounds, anima- 


3-D graphics and rocking to the tions, sound effects and charac- 


booming sound. There's just one thing: ters, the possibilities are mind 


This new game is all in your head. boggling. And because your creations 


But spare the aspirin: There’s a revolutionary work as stand-alone games, you can give 


new program that turns your head games into real them out to friends—and watch their heads spin. 
games. It’s called Klik & Play. Start So open your mind to Klik & Play. And see what a 


: 3 @ with a set of ready-made games in heady experience making your own games can be. 


© The Revolutionary Instant Game Creator. MIA XIS 


Available for Windows™ and Windows CD. © 1994 Europress Software and Francois Lionet/Yves Lamourex. All rights reserved. Klik & Play is a trademark of Europress 
Software. Maxis is a registered trademark of Sim-Business. For product, ordering or demo information, contact your local retailer or call 1-800-33-MAXIS. 
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The Lemmings 
Chronicles 


By Psygnosis 


675 Massachusetts Ave. 
Cambridge, MA 02139 


(617) 497-5457 


Fax: (617) 497-6759 


AVERAGE SCORE: 


Nini ans a a el 
Mouse and Keyboard 


Hard Drive Space 


30 KB 


Number of Players 


One Player 


Available For 


- 


PA a eon T- 
rUL and compat 


Designed By 


Psygnosis 


Distributed By | 


Sony Electronic Publishing 


Street Price 


CEA OF 
954 Ww 


| Requirements 
| 38 5SX/204 P SVGA or VGA, 
4MB RAM, CD-ROM Drive 


Controller 


les 


After days aboard their air ship 
with no land in sight, they knew 
something would have to happen— 
and soon. Their food stores were 
depleting and all that was left to eat 
was the unpopular Fquiggly plant. 
When that ran out, many of them 
cheered because they wouldn't 
have to force another bite down 
their throats. There was no need to 
worry since Lemmings have never 
been known for a shapely figure. In 
fact, like a camel with water, a 
Lemming can live for quite some 
time on its own portable reserves. 
Still, life aboard the ark was any- 
thing but exciting as they found 
themselves wagering on things like 
whether there would be five or six 
hours of sunshine on any given day, 
or the thrill of passing by a pocket of 
warmer air than average or sighting 
a fluffy cloud off the starboard bow. 


One day, a random number of 
islands began to appear,and every- 
one aboard began to prepare for 
unloading. To their dismay, the first 
few islands were already inhabited 
and they were not welcome there. 
Again and again, the islands they 
tried to stop at did not welcome 
them and soon the shouts of “Land!” 
were no longer a joke. 

Then little Jimmy McLemming 
stuck his nose, or chewing gum, 
where it didn’t belong. After such a 
long journey the gum had lost all of 
its flavor and he wanted to rejuve- 
nate it. The ark got its power from 
the magical Talisman which had 
many uses other than powering a 
flying ship. It could also turn water 
into porridge, cure baldness (thus 
the green hair) and restore the fla- 
vor to a piece of gum. The only 
problem was that the gum tem- 


hose little green-haired fellas are back, and they 
haven’t lost any of their spunk. Three tribes have 
boarded a floating ark and are looking for a place to 
call their home. Unfortunately, the world does not 
treat the brainless Lemmings very well. 


e 
a Sy | Ag 


The Shadow tribe landed ina 
dark and desolate area. 


porarily sucked all of the power from 
the Talisman and the ship began to 
descend over an island inhabited by 
monsters. 


Lemming 
Overboard! 


While they still had a chance, 
many of the Lemmings began to 
jump down to the island and take 
their chances. Some of them have 
been caught by a monster or just 
trapped themselves. The monsters 
that inhabit the island are the Potato 
Beast, a rotund spud boy who goes 
after the Lemmings since they look 
so tasty; the Psycho Buzzard, a 
unique creature since it had lost its 
ability to fly and then regained it, 
and is now bitter about it since it 
does not like the effort it takes to 
stay airborne; the Lemme Fatale, 


COMPUTER who isn’t a Lemming at all, despite 
GAME her appearance—she is really a 
REVIEW highly evolved mimic who appears 


as a vision of great beauty and 


causes her victims to follow her in a 
smitten sort of way until they can’t 
take it anymore and commit suicide. 


The Classic Lemmings tribe [sors Ks like its predecessors. 


Ld 


Walk, Block, Jump, Use and Drop, 
most of which are fairly self- 
explanatory. By using these with a 


It makes you want to make 
snuggly-wugeglies with the 
fuzzy widdle wemmings. 


The Mole is the tamest of the lot and 
wont hurt the Lemmings. If pro- 
voked correctly, the Mole will bur- 
row through the ground creating 
tunnels in its wake, which may 
assist the Lemmings to escape. 


The Trinity of 
Lemmingdom 


There are three tribes, the 
Classics, the Egyptians and the 
Shadows, that traveled on the ark 
and each consists of 20 Lemmings. 
Ten of them will drop from the 
entrance at the start of each screen 
and start wandering in true 
Lemmings fashion. Some aggres- 
sive Lemmings might already be 
trapped there, since they were the 
first to jump from the ark. It is up to 
you to get as many of the Lemmings 
to the exit safely and try to save the 
others. Each tribe has to go through 
thirty levels, so you don’t want to 
lose to many. 

Each Lemming can be assigned a 
certain skill to perform. These are 


couple of Lemmings at a time, you 
can help the others get to safety. 

some of the objects for them to 
use are Bombs, Spades, Grenades, 
Suckers, Shimmiers, Hadoken (a 
weapon from an ancient Lemming 
martial art, Lemdo), Bags of Bricks, 
Swimmers, Umbrellas and Clocks. 
The Clocks are useful since the 
Lemmings have only a certain 
amount of time to reach the exit 
(they explode if they don’t make it). 
The Clock will add an extra minute 
on the timer. Umbrellas are useful 
for falling since Lemmings don’t so 
much bounce as splat. The Bag of 
Bricks can be used in many ways. A 
Lemming can use them to build 
straight across to make a bridge or 
at an angle to create a stairway. 

You can also replay a level with 
the same moves from your last 
attempt and let run for as as long as 
you want. Then you can step in and 
pick it up at any time. This allows 
you the ability to correct a blunder at 
any point in the solution without 
having to do the whole thing over 
again from the start. 
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Sometimes sequels drag on and on, long after all sense of 
what made the original great has disappeared. Lemmings 
Chronicles isn’t that bad (it’s certainly not in as much error as 
Lemmings 2 was), but it has little of the charm of the original. 
In fact, its shamelegSatt@mpts to maaigentings little green-head- 
ed beasts more/Gulle than they actual are tends to be annoy- 
ing. But beyond thai, thé pulzzles/@re more reminiscent of the 
Original braintwi$t@r<a ile tooffeminiseent, in fact. Since all 
Lemmings now halWé the @bilityt0 pick Upand put down spe- 
cial abilities almogtat wilh the HUMBEF One Tactic of the origi- 
nal (wall off the @r@andtetone Lemming do all the work) is 
even more obviGUsSly the fight way t@sd@emost things. This 
pick up/drop ability Contributes to the need for even better 
split-second timing; in fact, much of the time you must con- 
centrate more on twitch timing than on thinking ahead. The 
Campaign progression is a strong point, however, and these 
are still Lemmings, so it's worth some attention. - Kevin 


The graphics are definitely improved over the original 
Lemmings. | guess that’s not saying a lot, but that was the 
only other Lemmings game | had played until now. While the 
interface has apparently not changed much over the last 
Lemmings game, dttOOKlime somestimesto get used to the 
"new" control layOut Personally, (preferred being able to tell 
a Lemming to do something without the intermediate step of 
picking up a box Of BrickS, Shovelg OF Whatever. While this 
step certainly addg 10 ihe Challenge Or the game, it's not a 
feature | would ae ingluded had IeeA the designer on 
these projects. TH animations @resVery cute; it makes you 
want to make srUggiy-wuggies With the Tuzzy widdle wem- 
mings. The puzzles Tange from tatfy’Simple to nefariously 
devious, and all | can say to Psygnosis is: Keep it up! I’m a 
puzzler at heart, and can spend hours with a well-designed 
puzzle. For all you who are experiencing Lemmings with- 
drawal, have fun! -Ted 


After much frustration of acquainting myself with the controls 
and the basic function of the game, | found myself caught up 
in a painstakingly repetitive process of trying to save these lit- 
tle creatures from all kinds of peril. I've played similar games, 
but none quite likealiS They |uStylomitsixesto sit still, do they? 
The best method 110UNG WaS\to USe the five function keys to 
be able to quickly Change between skills; therefore keeping 
the mouse point@Pin close proximitytothe Lemmings at all 
times. You might @ able tontell jlSt trom What has been writ- 
ten here—this isMOt@ game for anyone Who doesn’t already 
have proficient MOUSE skis; If YOusdOnt it will be a frustrat- 
ing way to learn MOSt Or the plizzles are well laid out and, 
especially the more advanced ones Of each tribe, and require 
much thought and planning. Even so, the execution of the 
solution is often where the true challenge lies. | found myself 
playing for a long stint and not wanting to do anything else, 
but then suddenly lose interest for a while. - Tasos 
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Shadows of Cairn 
By Masque Publishing 


P.O. Box 5223 


Englewood, CO 80155 


(303) 290-9853 


AVERAGE SCORE: 


| Requirements | 
386 or better, 4Meg RAM, 


CD-ROM drive 


Controller 


Keyboard 


= Hard Drive Space 


1 Meg 


Number of Players 


One Player 


Available For 


PC/Macintosh 


Designed By 


Ant Software 


Distributed By 


Masque Publishing 


Street Price 


$39.95 
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Who's Heard of an Honest Thiet? 


Masque’s Shadows 
of Cairn tries to 
show that honesty 
is the best policy, 
even for criminals. 


If you asked him, Quinn might 
admit that entering into the ranks of 
professional thieves might have 
been a mistake. He’s just too honest 
to steal from the local populace. As 
you might expect, this doesn't 
please his guildmaster, who now 
plans to set Quinn up as the fallguy 
when the guild assassinates the 
Duke of Cairn. 


Quinn fs a large mpertoirs a 
fighting moves. 


The only chance Quinn has of 
saving his skin is to prevent the 
assassination. Doing so will not be 
easy. Quinn needs to traverse the 
sewers, a dungeon, a wizard’s 
tower and a monster-filled maze as 
well as sneak past the guards to 
insure that the Duke survives the 
night. 

Shadows of Cairn features a num- 
ber of different locations and over 
3,000 different backgrounds. Quinn 
has several thief skills, including 
wall climbing and the ability to 
attack with 10 different moves. 
Three different levels of difficulty 
provide a challenge for all gamers 
from novice to expert. 


You’ll fight various beasties 
during your travels. 
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SoC is like the fake cardboard TVs they use in furniture 
stores: It looks like a good fantasy RPG only from a great dis- 
tance, and any amount of hands-on handling will quickly dis- 
pel whatever illusion remains. It’s an artless collection of the 
worst of action/puzalé galing (a g@nréadating back through 
the Prince of Perla all the way 10 Pitfall On the 2600) com- 
bined with a lagkiustertantasy Word and plot. It's not the 
interface or baSiG CONGEpi that Gooms this game; It's the 
deadly dull pacifig, thé naSally Soporific Voice actors and the 
awkward suddenness of undeserved death. A vast gulf sepa- 
rated me and QUIAA, aad Nothing the game could offer was 
capable of causiN@ @ player character pond, which is essen- 
tial to. a good RPG. FRE Whole gaméts done by the numbers; 
no sparks of creativity or soul shone through. It's all a big 
interminable maze, with traps and critters galore. If digging 
your way through too many screens of clean but uninspired 
graphics sounds like a good time, try this. - Kevin 


If you've already bought this game based on what the box 
Said about it, | can’t do anything for you. If, however, you've 
been frugal, waiting for someone to give you an honest opin- 
ion about it, then | can. This game is undeserving of any sort 
of he oes i isoevem Becadse Bike my games to run 
t their fastest, | figured | Would install the full copy of the 
int After telling it $0, the CD-ROM spun merrily in the 
drive, copy files 1 Wieshard drive; unth H got to a file it knew 
nothing about. If Men prompted m@ forthe second disk. 
Folks, there is no secOn@ Gdisk. Wie installation wouldn't get 
past this point nOgmatter what Tired, until! opted to install 
only the programyile and run thé game almost entirely from 
the CD. This takes a TONG time, because the game has to load 
each animation individually. Beyond that, the control scheme 
is poor and the graphics, though SVGA, are reminiscent of 
the EGA standard. If you want sound, you'll have to run it 
from the CD, in tandem with the annoying music. - Ted 


If you think Pitfall on the Atari 2600 was the golden age of 
electronic gaming, this might be the one for you. You'll get 
plenty of time running from one screen to the next in endless 
succession jumping pits and killing brainless monsters. The 
control scheme wosk§ Welland the@hdifacter can perform a 
number of actiong; BUt YOUN! probably Get\so bored playing 
that you'll become more-amused turning the sound down and 
making him dané@ towwichae! Jacksons Beat It’ (blow the 
dust off that Thriller album!) Expect adOtordull repetition and 
pointless searching tor everything! The graphics are nicely 
done and the chafa¢ter movements iui and natural looking. 
Even the music—Saltnougn 7 dont think i fits a game like 
this—is an impressivefeavy metal guitar plece. However, it 
lasts about two minutes before repeating and the change- 
over point is about 10 seconds of silence. You'll see this one 
on the bargain table at your local software store in about a 
month. Buy it then if you must. - Tasos 


‘ 


he realms of Might and Magic are expanding! New lands 
have been discovered, and you must vie for their control 
against three other warlords. Now is the time to summon your 
heroes, recruit your armies and lead them to victory. Control 
every resource in your empire from your castles, docks and guilds 
to your archers, dragons and ogres. Keep a level head and an 
iron fist as you strive for total domination in the world of 
Heroes of Might and Magic. 
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Over two dozen different monster types 
ww" Customizable computer opponents 
Lis. © Dynamic musical score 
ay ‘oa | Intuitive point-n-click interface 
Exquisite SVGA Graphics 
Indefinitely replayable 


Available at your local software retailer or 
order direct from New World Computing at 
1-800-325-8898 (818-889-6070 
outside the U.S.), or by mail: 
P.O. Box 4302 Hollywood, CA 
90078-4302 


Sure, this is still 
about flash 

over substance, 
but it’s good 
non-pretentious 
flash and 
reasonably 
palatable 
substance. 
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git and Keen Sunglasses, 


t least they’ve laid off the drugs, Zak thought to 
himself. The combination of mild hallucinogenics, tiny 
cells and total privation had left him spinning in a 
small and private world. But now, the fog was 
beginning to clear, and he heard himself summoned. 


Bodysui 


In the fractious world of the year 
2027, Zak was small potatoes and 
he knew it. Global terrorist unions 
ruled much of the globe, and the 
Free World Alliance struggled to 
hold on to the rest. What Zak and 
his friends were doing wasn’t right, 
but it wasn’t killing people either; 
just manipulating inventories here, 
rerouting shipping there, until they 
were little fish in a big pond. Now, 
as he languishes in the inevitable 
FWA cell, he wonders why they've 
kept him alive and fit, if not well. 

But FWA’s head of security, 
General William A. Devlin, has 
plans for Zak, as well as more than 
a few keys to Zak’s hazy past. But 
what can an organization like FWA 
want with a hypersnide punk? 


Rumors of the 
Cyberia Project 


FWA is worried. Rumors have 
been drifting in of a vast under- 
ground base brimming with scientif- 
ic power, power the FWA can't 
afford to see in the hands of the 
Criminal Cartels. The base, head- 


Zak was first digitized, and 
then mapped over the form. 


pander 


Watch from a variety of cinematic camera angles. 


quarters of the Cyberia project, has 
been pinpointed by FWA surveil- 
lance teams in a remote area of the 
Siberian tundra. 

Project Cyberia appears to be the 
last legacy of the Second World of 
the 20th century. When the Soviet 


Union collapsed, most personages 
of power cast their lot with Western 
or Pacific states. A few mavericks 
went to the Third World carousel of 
power. But there were a few 
diehards who refused to allow their 
core beliefs to be moved. Pride, 


Your BLADES will show you the interior workings of the traps. ‘a 


y 3 a 
RA. ah 


The autopilot handles the 
plane, but you’re the gunner. 


greed and idealism sent a few of 
humanity's best brains under- 
ground. While stories like this have 
populated FWA propaganda broad- 
sheets for many years, recent 
Intelligence reports have confirmed 
the likelihood of the tale. Former 
General, Gregor Ivanovich Volgarin 
apparently initiated the project and 
oversaw Its construction and inter- 
national recruitment before his 
arrest and subsequent execution. 
Three-time Nobel nominee Dr. Boris 
Alexeevich Kalnikov’s disappear- 
ance is thought to be linked to the 
Cyberia Project as well. 

All in all, this secret think tank 
combined experts on cybernetics, 
world leaders in nanotechnology 
and cutting edge workers in gravi- 
tonics: in other words, the absolute 


Even the journey to Cyberia is a hazardous undertaking. 


certainly be both intelligent and 
mobile, possibly highly mobile and 
highly intelligent. Needless to say, 
the FWA wants to get its hands on 
any putative doomsday device 
before a terrorist cartel does: 
chances are, to be safe, the 
device(s) must be destroyed. 


BLADES Runner 


What all of this has to do with Zak 
is the question foremost in Zak’s 
mind. Being not entirely slow, he 


FWA agent. Why him, though, 
instead of a hundred other punk 
convicts? 

General Devlin slides the answer 
across his desk. It’s a pair of 
BLADES, the very same pair that 
Zak stole all those years ago. 

BLADES stands for Bioptic Low 
Amplitude Displayed Energy 
system. They appear as an ordi- 
nary if expensive pair of shockproof 
sunglasses; but to the trained mind, 
they are much more. BLADES were 
one of the first commercial applica- 


.. a higher arcade setting simply frustrated 
me, while the most challenging puzzles didn’t 


even faze me. 


pinnacle of humanity's long-range, 
high-yield research. And all signs 
point to the intended planning and 
construction of a doomsday weapon 
Or weapons of unprecedented 
power. Said device(s) would almost 


surmises that the FWA has no wish 
to send in a full strike team without 
Knowing the full situation. He also, 
correctly, surmises that he is 


extremely expendable when com- 
pared to even a modestly trained 


There are plenty of people who don’t want Zak to succeed. 


tions made available with nanotech- 
nology, and were largely a failure 
due to most people’s inability to use 
their special features. Anyone could 
activate the Infrared sensing mode, 
but it took a certain kind of person 
some serious training to use all their 
capabilities. Careful study might 
result in the user’s ability to sense 
lifeforms, or use magnetic imaging 
to identify all the parts of a delicate 
machine. And Zak is the best 


Decision point: it’s not always 
right or left. 


Cyberia 
By Interplay 


17922 Fitch Avenue 
Irvine, CA 92714-9597 
(714) 553-6678 
BBS: (714) 252-2822 


AVERAGE SCORE: 


|__ Requirements 


386/33 or faster, VGA, 
4MB RAM, 2xCD-ROM 


Controller 
Mouse, Keyboard, Joystick 
Hard Drive Space 

3 Meg 
Number of Players 
One Player 
Available For 
PC and compatibles 
Designed By 
Xatrix Entertainment 
Distributed By 
Interplay 


Street Price 
$57.99 
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Interplay’s billing of this game as “adventure-lite” left me cold, 
but I’m pleased to see the game itself push beyond those 
narrow genre borders. Sure, this is still about flash over sub- 
stance, but it's goodenoaspretentious.tiash and reasonably 
palatable substance, While the proper pata through the game 
is rigorously guarded ("é. deviate and you die), the autosave 
and painlessly QuI¢k reloading elo with this annoying task. 
There are some Dranching.paths in the game, but the whole 
affair still seemg stale. The animation 1s wofidertully fluid on 
the main chara@ter, but Often painiully faughable on others 
sharing the sam@ screen, Bottom ime? iyou liked Rebel 
Assault (big flash, SmalPeontrol), you'l"propably like Cyberia; 


this is hardly an accident. Still, the design is strong in subtle | 


ways, such as allowing the player to choose whether empha- 
sis lies on arcade action or light puzzle solving. This is amass 
market game, and it shows. - Kevin 


Cyberia is a beautiful looking game with an unfortunate prob- 
lem. The return you get on your investment is fairly low, due 
to the game’s low replayability combined with length of play. 
| played Cyberia fromebeginning.to.endin.about seven hours; 
with a price tag of around $95.00 Street price, you're paying 
almost eight buck$ an four, ThoSe Of yOu Who like the arcade 
sections will probally get @ better return, since those are the 
most replayable. The Gual citficuity Settings (one for arcade, 
one for puzzles) are a niee touch, buta higher arcade setting 
simply frustrated me, while the mostehallenging puzzles did- 
n't even faze me] like the Game's auto-save: it prevents peo- 
ple from cheating theveway througraseCtion of the game by 
saving every second. If there had simply been more to this 
game (more puzzles, especially), its score would have been 
appreciably higher. If you simply want a graphic thrill, pick tt 
up; the graphics are the best I've ever seen. - Ted 


My initial impression of Cyberia was, “Oh boy, another graph- 
ically enticing game with nothing to do but ooh and aah, and 
then push a button every once in awhile. I'll eat my lunch 
while playing this onessinee.my bands.will-be free a lot.” Well, 
it is a little bit likeAAIS @eSeription, DUT there is more to do than 
| had thought. It @ontatns @ Vanety Of actions that you must 
take, like fighting WHA, a laSer pistoKOn Toot by moving out of 
cover to take a shOt, SOIVING.pUZZIe IOCKS On doors and blast- 
ing at enemies if the alt om inside @ tighter. This is not a 
free-roaming adventure game, Viostot your movement is dic- 
tated for you and then you Must Make a decision and react 
the right way. In the‘H@mter you areortying it, just aiming a 
reticle at targets a la Rebel Assault. As you might guess, the 
graphics are stunning, and the music is a wonderful orches- 
tration that sounds like a full symphony complete with timpani 
and cymbal crashes. Might be worth a look. - Tasos 


MLA 


BLADES man around, perhaps the 
best in the world. FWA needs him to 
act as a point man, so their strike 
team knows what they’re in for. Of 
course Zak has a choice—he could 
opt for a lethal injection instead. 


Interplay’s Cyberia 


The player takes on the role of Zak 
as he tackles the impossible: pene- 
tration of the Cyberia base. Cyberia 
is a light action/adventure game 
according to Interplay’s marketing 
hype, which means that the player 
uses a simple control scheme (i.e. a 
joystick or the arrow keys) to propel 
Zak down predetermine paths. For 
example, as Zak navigates a series 


Cyberia automatically saves the game at decision points. 


of hallways, he will stop at each 


Oh boy, another graphically enticing game 


with nothing to do but ooh and ahh, and 
then push a button every once in awhile. 


intersection. The player selects his 
new heading, and is then treated to 
a smooth and fluid animated 
sequence as Zak encounters the 
next section on his way to the next 
decision point. 

Cyberia automatically saves the 
game whenever a player passes a 
decision point. Thus, nearly any 
portion of the game can be returned 
to simply by pressing the L key. 

The heart of Cyberia lies both in its 
action sequences and in its puzzles. 
At the beginning of each game, the 
player has the option of setting 
arcade sequences on one of three 
levels of difficulty; puzzle difficulty 
can be altered as well. This allows 
the player to determine how rough 
Zak’s path will be. 


Zak must defend himself in eleven action sequences. 


explodes to lt 
_ humorous plot wi 
_ characters and gameplay avel 
through space and time to help 
RKincewind, the hapless wizard, 
7 ri id the land of dreaded dragons. 
The plot twists and turns in over 100 
1 locations. Discworld’s’® CD quality 
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My Crosshow’s Never Met an Ore 
Didn't Like, 


o resolve the age-old question, “Just how many Orcs 
can someone kill off before the novelty wears off?” 
Blizzard releases WarCraft: Orcs & Humans. Not sur- 


prisingly, the answer seems to be, “Endless waves of 


WarCraft: the little buggers.” 
Orcs & Humans 
By Blizzard 


3152 Redhill Avenue 


Hy eke 


Suite 230 


Costa Mesa, CA 92626 


(714) 556-5571 


Fax: (714) 556-5572 


AVERAGE SCORE: 
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Designed By 


Distributed By 


Retail Price 
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Those perennially obnoxious 
hordes of Orcs are trying to overrun 
humankind, again. Led by a general 
who has somehow managed to beat 
some sense of discipline into the 
unruly Orcish race, they are about 
to come head to head and toe to toe 
with the finest military mind human- 
ity has to offer: you. 


But Wait, There’s 
More! 


WarCraft: Orcs & Humans allows 
you to see war from the enemy’s 
point of view, too. You can certainly 
take on the Orcs in the rather eth- 
nocentric role of humanity’s leader, 
but you can also find out what it’s 
like to command the Orcish army 
(motto: It's an Orc’s Life in the 
Orcish Army). You'll find out just 
how grisly conditions can be when 
you take on the role of the hated 


enemy, invading a land that is as 
alien to you as you are to it. 


Combat in Real 
Time. .. 


There’s never a dull moment in 
WarCraft: Orcs and Humans, due in 
large part to the game’s real time 
combat and strategy. Don’t even 
say the words ‘role-playing game’ 
around it, since you never appear 
as a Character on the playing field. 
Instead, you're sort of the guy over- 
seeing everything. You'll have to 
think fast and move faster in order 
to keep the Orcs ever on their 
guard. Slip even a little and you'll be 
singing the Orcish version of 
Deutschland Uber Alles in less time 
than it took to bring the Third Reich 
to its collective knees. Beginning 
each scenario with only the barest 
of your needs met, you'll need to 


ae 


Catapults: big and slow, but a 
mean wallop. 


turn your little corner of humanity 
into a thriving community. 


Bloodthirst Got 
You Down? 


The two campaigns (one for Orcs, 
one for Humans) have a combined 
total of over 25 scenarios, and each 
scenario is strategically linked to the 
next. Stunning successes earn you 
promotions, pyrrhic victories will 
keep you from getting stripped of 
rank, and defeat will cost you your 
job (and maybe your life). You'll be 
challenged both offensively and 
defensively as you try to maneuver 
your side into a winning position. 
since WarCraft: Orcs & Humans 
has only one skill level, you'll need 
to learn from your mistakes quickly. 
If the two campaigns aren’t enough 
to satisfy your killer instinct, there 
are more than 20 free-form scenar- 
ios from which to choose. !n these, 


COMPUTER you can decide how to handicap the 
GAME different armies, as well as pick 
REVIEW : from among 21 different pre-drawn 


76 


The mission briefing will help you plot your best strategy. 


maps or a random map of a pre- 
specified terrain type. 


The Ultimate 
Game: Head-To- 
Head 


Warcraft: Orcs & Humans is chal- 
lenging enough when you are play- 
ing against a mindless computer, 
albeit one with great Al. Yet, if you 
feel the need for real challenge, 
Blizzard hasn't forgotten to include 
two-player games. Both network 
and modem versions of the game 
are ready to roll. Interestingly, only 
one player needs to have a copy of 
the game in order to play a two- 
player game. Due to the miracle 
nature of the compact disc, which 
has made copy protection almost a 
thing of the past, all you have to do 
is a partial or full install of the game 


focus for defense. 


through the interdimensional gate. 


The time has come for the tide to 


turn, before the same evil forces 
that laid waste to the Orcish home- 
world take firm hold on Azeroth. You 
must command humanity's forces, 
including knights, clerics and wiz- 
ards against some of the most vile 
deformities in the universe. You will 
face tough opposition, since the 
enemy augments his troops with 


Beyond my real time rants, 
though, the game boasts. . . 


decent replayability. 


to one system, then use the CD with 
any installation setting on the other 
system. If this holds true for future 
Blizzard games, gamers are going 
to find a lot to like about this com- 
pany. 


The War of Orcs 
and Humans 


The Orcs have managed to 
escape from their own world 
through an interdimensional gate. 
The constant clan battles on their 
planet have left it a barren world. 
The Orcs now seek to enslave the 
human race and rape the world of 
Azeroth. 

The war is currently entering its 
eleventh year, and the human pop- 
ulation of Azeroth grows ever sicker 
from the radiations pouring forth 
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Orc villages have their own 
unique “look and feel.” 


LUMEN 


A hedgerow of archers makes 
mincemeat out of infantry. 


wolf raiders, necromancers and 


warlocks. You must build farms to 
feed your armies and your commu- 
nities. Once you have explored far 
enough afield to have found the 
necessary resources, you must 
direct your peasants to mine gold 
and harvest wood in order to train 
more troops and construct support 
buildings. Some scenarios will limit 
the troop types you may possess, 
the support buildings will eventually 
come to include sawmills, black- 
smiths, stables, temples and wiz- 
ards’ towers. Better support struc- 
tures allow for better troops, and 
certain buildings will increase the 
offensive and defensive capabilities 
of your soldiers. Humanity or 
Orcdom is counting on you. Only 
one can stand at the end. 


Bridges can make an excellent 
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| am astonishingly ambivalent about Warcraft. While | usual- 
ly appreciate good fantasy tactical combat, this one isn’t 
doing it for me. With rare exception, real time strategy games 
turn me off completely; this game is not rare enough to be 
that exception. r than trying to 
orchestrate a be d scrolling, hop- 
ing I’m giving thé its. W:OH tries to 
simplify this by 
(move, attack, sp 
don't want to w 
want to understd 
game and give & ers. Beyond my 
real time rants, thougr sharp graphics and 
decent replayability, especially since you can play as either 
side. W:OH is a strong game if you can get over the hurdle of 
its poor interface, and if you don't mind real-time strategy. 
Without my prejudices, you might like it. - Kevin 


Warcraft: Orcs vs. Humans is one of those games that you'll 
either love or hate. From what Steve Honeywell tells me, it 
bears a resemblance to Dune 2. Having never played that 
game, | wouldn't know, but | do know that this game crept up 
on me. When | first t ly stand it; its con- 
trol scheme seeme nights trying to fig- 
ure out the best w arios in each cam- 
paign. The graphi § sound is nothing 
short of excellenc eat, and WarCraft 
contains, by far, th e ever heard in a 
game. | was hook lly understood the 
interface, and, onc control, you'll be 
hooked, too. Each sc an the last, and the 
overall balance is very good. The random scenarios could 
Stand a bit more work; | found that setting the user options 
resulted only in putting me at a disadvantage, since any 
changes you make appear to affect only yourside. -Ted 


Usually real time combat can become too overbearing and 
cause great frustration for the player. That’s usually because 
there is too much for one mouse and one mind to handle 
while hoards of enemy troops march without resistance 


across your bord¢ to 
becomes that. T, 

men that make 

them commands 

that patch of treeg 

you tell him other 

sonnel you simp 


Warcraft rarely 

ty. The different 
uties and giving 

cut lumber from 

do so until either 

e. To train new per- 
t of gold and/or lum- 
ber and that your nough food to support 
everyone. If not, havé"a another farm. Sometimes 
the Al had its shortcomings, and it would have made it more 
entertaining if everyone wasn't almost solely dependent on 
your commands to act. A penumbra of personality could have 
been very amusing. -Tasos 
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Fly the Untriencly Skies of Revenge 


There’s nothing 
worse than being 
used, especially by 


Ml 


a bunch of ugly, asytigi pear during actualolayuehinescesighels apparently suffer from 

stinkin’ Krellans. 82 severe Wing Commander envy, since ihe missions are all 

intercut with a Diet Talking Neads Sequence as you chat with 

Man was on the verge of extinc- ISTTELSIE other personnel eften Walking around the base to find and 

: tion in the early 24th century when 8 4 talk to them). The gfaphie’ style is avlevel or two below the 

ee they were visited by an alien flowing terrain of Gomanche, but Certainly serviceable. 
Retribution species. The Krellans came to our PRT Unfortunately, the fighter you fly has all the’airworthiness and 
By Gremlin aid like avatars from the far reaches handling of a slowiytiling brik) and theyATV you take on 

of space to teach us how to live with 76 some missions is even more annoying, maneuvering in this 

94 Carver Street each other better. With them they game is like trying to smell with a cold. The missions have 


felitetirltisae Retribution isn't as bad as the demo makes it seem. The flight 
engine gives the illusion of freedom, and the mission group- 

64 ing structure of the game gives the illusion that serious 
thought goes into playing the game. Alas, the shades disap- 


brought new technology, greater CULTURE clearly defined goals that you had better not overstep one 
Sheffield S2 4FS medicine and the wisdom of peace. 


They taught us terra-forming tech- 


England 
(0114) 275 3423 
Fax: (0114) 276 8581 


AVERAGE SCORE: 


7 0 iota; this is true military realism, but little else in the game is. 
It's worth picking up off the bargain shelves. - Kevin 


feyitetelinge fetribution’s manual makes the game sound really cool. 
What it essentially describes is a first-person shooter like X- 

5 8 Wing, only planet-based, rather than space-based. Ah, if only 

it were that simple. While the mission style is well-suited to 


i meson: this type of gam@mthesmissionswaresseteup rather poorly. In 

The Chief Engineer often gives 8 4 one mission, youlfave to DOW Up all Of the defenses around 

hints and tips for missions. a planetary base) Ifyou destroy any palt of the base, you are 

MACE grounded and the"gamie is OVel If Woussuiccessfully complete 

niques. Man soon spread out 12 this mission, the very@M@X@MissiON SENGS wou to destroy the 

across the galaxy and lived in base itself. Does thi§ Make any s@nge” To make matters 
386DX/40+, VGA, 4MB RAM, peace. Audio worse, your vehicle'S taretinginetiel@ iS Sighted high, mean- 
1xCD-ROM But then the discovery of a ing you must aim QV@F your targets heady you want to stand 

strange life-pod revealed the 8 0 any chance of hitting it at all. The fadar scope is a mess, too: 
Joystick, Mouse or Keyboard Krellans’ plan. The medicine they "pa in the game, your eyesight is far superior to your radar’s abl 

: had given us was meant to “fatten” ity to spot objects at a distance. | cannot say this game isn't 

us up so that they could harvest us 7 6 enjoyable as a shooter, it’s just that you have to be comfort- 
12MB for their own uses. able with poor programming in order to enjoy it. - Ted 


Number of Players As a young pilot on Station 


One Player Aphelion, you have embarked on a nae: | 
Y aba ightning raids on plan- feviteielinge | have to admit this game was better than | had expected it to 
Available For , be. Although there isn’t anything too innovative, Retribution 
etoids across the galaxy to put an eae a | 
PC and compatibles has a clearly defined identity and stays within those self-laid 
end to the Krellan conspiracy. nt i rg 
Designed By You will be given missions to drop Playability boundaries. Its an arcade shooter with just enough story to 
Gromiin iniaractia down to a planet's surface and take- 9 7 give it a setting angemeaning. Thefeateno elaborate control 


i oe | schemes and it dO@S NOt try 10/06 @ Cuiting-edge simulator. If 

ictri out specified targets in either a fight- 
mao By se ATY g g you're piloting a Tighter Oran ATV) TS aiways pretty simple. 
$ Go aa 


Street Price 


$49.95 


ICSU There are two weapons to fird, either lasers or missiles, and 


& 2 that’s all you get. Even missio@ ONenmNngS Usually just tell you 
what to shoot at. WA@RaA the fenterayourtan only fly a cer- 


Audio tain distance above thé Ground’Semyeu Nave to watch out for 
hills, even at the hiGhESt allowable altitude. There is a gauge 
76 on the HUD that fluctuates with the*térrain underneath your 


COMPUTER : 


ship, but it is often too late to react. A warning beep or light 


“ie ie fee = CULE URE might have helped. | also found the targeting to be a bit awk- 
° Coming in low and slow by the 5 1 ward as it looked like my missiles were flying through objects 
pry : enemy reactor. when it seems they should be hitting them. - Tasos 
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OFFER!!! 
12 ISSUES FOR 


: ONLY $23.95! 
THE ONLY SOURCE FOR COMPUTER 


MAGIC CARPET - SIMTOWWN: FALCON 4.0- HERETIC - CYBERIA 
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= TOpay; oF 
THIS SPECIAL OFFER! 


YES! | WANT TO SUBSCRIBE TO 


Please send me 12 issues for the low price of JUST $23.95 - 


a savings of OVER 50%off the newsstand price! 
Send payment to: Computer Game Review, PO Box 1462, Lombard, IL 60148-9621 


Name 

Address 

City 

State Zip 

Payment Enclosed Bill Me 

Credit Card Orders: Visa _MC 

Card Number 

Exp. Date 

Signature | 

For Faster Service, Call: 

cA 
= Please allow 6-8 weeks for your first issue to arrive. Enclose U.S. Funds Only. All foreign 
= orders must be prepaid. Canada & Mexico add $10.00 per year. Foreign $89.95 per year. 
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Loon Labyrinth: 
Solid State Pinball 
By StarPlay Productions 
P.O. Box 217 
Greeley CO 80632-0217 
(303) 447-9562 
Orders: (800) 203-2503 
AOL: STARPLAY 


AVERAGE SCORE: 


System 6.0.7, 13” monitor 
256 color, 4 MB RAM 


Controller 
Keyboard 
Hard Drive Space 
3.6 MB 
Number of Players 
1-4 Players 
Available For 
Macintosh 


Designed By 
LittleWing Co. LTD. 


Distributed By 
StarPlay Productions 


Street Price 
$44.95 


COMPUTER 
GAME 
REVIEW 


Shoot for the Loony Ramp! 


The maze of the 
minotaur awaits 
the skillful player. 


The makers of 
Crystal Caliburn 
have turned out 
another Solid State 
Pinball game to 


Steal the time of Macintosh gamers 
away. Loony Labyrinth continues 
LittleWing’s tradition of fully model- 
ing realistic pinball action through 
complex physics algorithms. 

The table for Loony Labyrinth is a 
rich collection of ramps and pas- 


Three different multibal 
periods are possible. 


sages, most leading the way to 
increasing bonuses and _ abilities. 
Three-ball multiball action (a 
LittleWing trademark) can be 
reached in three separate ways in 
the Loony Labyrinth, and more than 
one type can be attained simultane- 
ously, stacking the bonus possibili- 
ties. For truly advanced players, 
Loony Labyrinth can culminate in a 
special time travel mode reachable 
only by the very skilled. 

Loony Labyrinth is aimed at begin- 
ners as well as experts. The table 
defenses are numerous, as are the 
bonuses. Special T-shirts are avail- 
able for registered users who attain 
high scores. 


% Ny AS . “oy ioe 
The Labyrinth sequence is 
almost finished. 
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Mmmmmm. Pinball. LittleWing’s great last effort, Crystal 
Caliburn, still resides on hard drives and is played seriously 


| around here. But now it's been upstaged. Loony Labyrinth is 


not as serious a table as CC, but it’s more fun. There's a pro- 
fusion of targets, butNOtSOamany dat YOwlose track of what’s 
going on. The best part about CC was the fact that it was a 
builder's table, WAGre tri¢kS Shot Dy prewious balls are saved 
and apply to later Daills: LE brings that to new heights. There 
is real strategy tortAls Game, and very little luck. While the 
manual claims that this ables intended more for beginners 
than experts, thé tinal time travelumode iS nearly impossible 
to achieve and requires expert handling to Succeed at. Pinball 
aficionados will reveMfthe clarity ofthe board as well as the 
extremely realistic physics involved. My only problem with the 
game (and a minor one at best) is that the scores are too 
inflated. | dream of a pinball game where 1000 points is a 
great score. Get this one, Mac Users. - Kevin 


There are few things in life that are as enjoyable to me as a 
good game of pinball. LittleWing proved their mettle on their 
wondrous table, Crystal Caliburn. Now they've done it again 
with Loony Labyrinth. This is one of the finest digital tables 
I've ever played, andiLittieWing’s cargeand craftsmanship 
contribute quite a bit 10 MY Overalenjoyment of the game. 
The table is solid; there aré nO missing Sprite errors (errors 
that allow the ball t0 pass tarough’a Solid wall or ramp) as I’ve 
seen on other digital tables. The” layout of the table is chal- 
lenging, made more‘sO-by the @mulation of so-called “sticky” 
rubber on the flipp@rSmahiwere are nd @asy-to-drain chutes on 
the table, contributing greatly to personal effort in order to 
achieve a high score. Ihink the best thing | can say about the 
game is this: | sat down to test it at about seven o'clock in the 
evening. | didn't get up from playing it until | noticed that 
nobody had walked by our office for awhile. That was at 
twelve midnight. - Ted 


Crystal Caliburn was a great pinball game, and it is hard to 
imagine how it could be improved. The game engine was the 
best | had ever seen, not only for the movement of the ball but 
also for its randomness—like the way spring-loaded devices 
will not always sho@tthéiipall out sumfillatly, Loony Labyrinth is 
the same way. WalS @xpecting/6 find tneionly difference to 
be in the table G@SiGn, Dut theré is more; MMe table design is 
considerably different and! particularly ike the addition of the 
third flipper (I've always liked that in a pinball game). | don’t 
really care for the‘Werease in point values, although it makes 
no big difference Mimewb@st partis the three different kinds of 
multiballs. I've never Seem that in real pinball machines and | 
think it is brilliant. What’! still would"fke to see in computer 
pinball games are features that might not work as well in real 
life. The more extensive use of speech and the humorous 
element are great additions. This is still the best computer 
pinball game. - Tasos 
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SSI’s immensely successful 
ADVANCED SIMULATOR SERIES 
continues! GNB III: FURY IN 
THE PACIFIC is a huge simu- 
lation encompassing the 
entire Pacific War, 

You get all major 
American and Japanese 
ships and aircraft of the 
Pacific Theater. A Random 
Battle Generator lets you 
create unlimited conflict — 
from small surface engage- 


IBM 256-COLOR SVGA DISPLAYS. 


ments to full-blown carrier 
task force battles! Use the 
powerful scenario editor to 
create your own battles or 
modify existing ones in areas 
like Midway, the Solomons 
or the Phillipines. A sophisti- 
cated customizer lets you 
alter various aspects of the 
game routines — for 
unprecedented control. 

A new interface and 
menu options, laser-sharp 


. uper-VGA graphics and an 


astounding sound track make 
this simulation the hottest 
thing afloat. 


Great Navat BATTLES III. 

The Pacific is yours, if you 
can stand the heat! ; 
To order; Visit your retailer or 


call 1-800-601-PLAY with 
visa/Mc (North America only). 


©1995 Strategic Simulations, Inc., A Mindscape Company. All rights reserved. 
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Hopper’s voice 
over Is very 
similar to how 
he played in 
Blue Velvet 
with a lot of 
“man” and 
“friggin y99 
thrown in to 
develop 
character. 
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ames Would (vet You Here 


n the year 2095, Hell is frighteningly nearby. The ruling 


political party in Washington, D.C. is the Hand of God, — 
whose leader, Imperator Solene Solux, has delivered on 

campaign promises of sitting in judgement of sinners and 
sending them to a very real Hell. 


D.C. is the primary interface 
between Earth and the nether 
realms. When the androgynous 
Imperator condemns sinners to 
Hell, barbed demons stalk through 
the burning streets and carry off the 
damned to the fiery pits. 

When Imperator Solux was swept 
into power, it waS on a wave of 
resentment from a populace weary 
of constant violence, technology 
wobbling out of control, and the 
rampant immorality of the age. 
Solux’s substitute Bible, the 
Sententia, has largely replaced the 
Constitution, and under his/her 
leadership the government has 
become an extremely repressive 
regime. Any advance in computer 
technology, including the explo- 
ration of cyberspace, is both illegal 
and a sin (there being little differ- 
ence between the two anymore). 
Also verboten are advancements in 
robotics, medical health enhancers, 
and even technological entertain- 
ment advancements. 

Not all items on the cardinal list of 
sins have come from the top. The 
populace begged for such reform 
when the extremely popular interac- 
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Mr Beautiful: lean, crude, 
mean. Hopper all the way, 


tive Acti-Deck virtual reality home 
entertainment system was found to 
actually alter the genetic code in its 
users, creating a strain of humans 
with frightening psionic capabilities. 

But Solux used this mandate from 
the people to pass broad laws, 
eventually restricting or eliminating 
virtually all free speech, rival politi- 
cal parties, drugs and alcohol, gam- 
bling, books and dozens of other 
“dangerous” items. Not surprisingly, 
resistance to these changes grew, 
but with horned creatures stalking 
the streets striking down offenders 
and hauling them off to a literal Hell, 
said resistance wasn’t active. Some 
people have returned from the 
depths; those still able to talk paint 
visions of the pain and horror that 
sinning earns. Underground rebel 
cells have formed, but their agenda 
seems hopeless, and their numbers 
are few. 


Travel around the D.C. of the 
future with the handy trains. 


Beginning the 
Descent. .. 


Rachel Braque and Gideon 
Eshanti are a young couple about to 
come to terms with the reality facing 
most people in the United States. 
Before tonight, they were happy 
field agents for Artificial Reality 
Containment, an arm of the govern- 
ment charged with rooting out and 
destroying attempts to increase 
cybertechnology. They believed in 
the work they were doing, and in the 


Gideon and Rachel will travel to places much worse than this. 


Add a variety of odd charac- 
ters to your party. 


cause they thought their govern- 
ment served. Until tonight, when 
their apartment door was shattered 
by an armed squad bent on assas- 
sinating the pair, forcing them to flee 
into the uncaring streets clad only in 
underwear. Their benevolent gov- 
ernment employers had tried to 
eliminate agents with no trace of 
stain. Braque and Eshanti have 
been quite rudely awakened. 
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es up with them and tries to finish 
the earlier job. 

After selecting which of the two to 
play (a minor choice; both adven- 


When pogo-stick classes go horribly wrong... 


will have the opportunity to select 
specific questions from a short list. 
Only by talking to a wide variety of 
people from every band of the social 


When you go to see Dennis Hopper in a 
movie, you expect him to dance around, either 
visually or verbally, like a deluded maniac. 


Hell: A Cyberpunk 
Thriller 


Gideon and Rachel have run to a 
friend’s house nearby, a gray mar- 
ket contact into the depths of the 
outcasts and illegals. Here is where 
you begin directing the remainder of 
their adventures as they try to dis- 
cover who is behind their bungled 
assassination and why. They must 
come to terms with realities beyond 
what they once knew if they intend 
to survive and stay out of a perma- 
nent berth in Hell, and do so before 


the Hand of God scrub team catch- 
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ture together for the remainder of 
the game), the player is in the grip 
of a fairly familiar graphic adventure 
interface. 

A quick chat with Dante, the owner 
of this apartment, and the hunt is 
on. As will often be the case, click- 
ing on a person in the same vicinity 
as Gideon and Rachel launches an 
animated cut scene with voice and 
computer animation. All the charac- 
ters have been rendered as 3D 
actors, complete with gestures and 
full motion in the cut scenes. Often, 
after the initial conversation has 
been resolved, Rachel and Gideon 


spectrum can they begin to get a 
handle on the situation. 


Hey, That's My 
Voice, Man! 


To enhance the storyline and dia- 
logue, Take 2 went to Hollywood. 
The exotic and commanding 
Imperator Solux is voiced by the 
equally exotic Grace Jones. 
Geoffrey Holder breathes life into a 
Hand functionary with a penchant 
for voice diaries, all read in his cool, 
round tones. Supermodel Stephanie 
Seymour (that might well be her first 
name, you know) lends not only her 
voice but also her likeness to Cynna 
Stone, a deceased demolitions 
expert who might just help out an 
old flame. But the biggie here is the 
voice talent of Dennis Hopper, fren- 
zied exclamation king, playing the 


Hell: 

A Cyberpunk Thriller 
By Take 2 Interactive 
575 Broadway 
6th Floor 
New York, NY 10012 
(412) 539-6407 


AVERAGE SCORE: 


19 


Requirements 
386SX/33, 1 Meg VESA, 

* CD-ROM, 560KB free 
Controller 
Mouse or Keyboard 
Hard Drive Space 
20 Meg 


Number of Players 
One Player 


Available For 
PC and compatibles 
Designed By 
Take 2 Interactive 
Distributed By 
GameTek 


Street Price 
$56.99 
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hy facts before 
exploring here. 


Learn geogra 


Freely change inventory between Rachel and Gideon. 


Originality 


16 


Playability 


65 


Visuals 


80 


Audio 
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Manual 


76 


91 


Playability 


79 


Visuals 


91 


Audio 


91 


Manual 


88 


Originality 


85 


Playability 


51 


Visuals 


80 


Audio 


79 


82 


Hh 


| wasn't sure what to expect from Hell, but | wasn’t all that 
fond of what | got. The original design had numerous advan- 
tages, and managed to squander most of them in short order. 
The storyline is strong.anc.inventivembut all its impact is lost 
in a muddle of lng; unAurried Soliloguys\ That's where the 
momentum is lO8i Wolee direction” Demons and Dennis 
Hopper do not speak in clear! languid tones. No one in this 
game sounds like they realy café about anything other than 
getting to the next gue Gard; Shutting down a maniac voice 
like Hopper is sheer Stupidity. Thé dialogue is workable, if not 
sparkling, but it's th@ delivery tat pulls it down. Dull is also a 
fine word to descfide*the interfaCeseluArky, outdated and sti- 
fling are a few others. Normally, | rail at graphic adventures 
that haven't spent enough time working out the storyline; this 
is the exact opposite, a story in search of a good interface. 
Everything else is here, guys; just tightenitup. - Kevin 


Hell is a good game if you like adventure games in combina- 
tion with an extreme attention to detail. For me, it elicited a 
yawn. It fails because of poor direction and a rather confus- 
ing interface. When.you.go.to Segeennis Hopper in a movie, 
you expect him t@ @anee around, either Visually or verbally, 
like a deluded mail. in Hell, ie is €h emotionless collection 
of pixels that stali@sain One place and Yanis in very precise, 
enunciated words. QA 10p of TIS; eVEry conversation you 
have with any chava@ter (not just’Hepper's character, Mr. 
Beautiful) takes about tive to tA Minul€s apiece. When | ask 
somebody for a pi6e Ot informationS=say, the time—I don’t 
expect a ten mintt€discourse OnewMePnistory of the watch. 
And you can’t simply click past the conversations. If you do, 
the conversation will simply end and you'll walk away without 
the knowledge you need. Hell is a good idea, but with rather 
poor execution. - Ted 


As a Dennis Hopper fan, | was anticipating the arrival of this 
game. More so, since it had some big names in it, | was curi- 
ous to see how their acting skills would come across on glass 
screen. Naturallyelmost.looked.dommard to seeing Hopper's 
character. With a Mame like Iq Beautiful, this could be good. 
My first disappolmtment came wher) saw that his likeness 
was representech@rapnicany and not in Video. You encounter 
Stephanie Seymour fifSshe 48 i WIdEo. Hopper’s voice 
over is very similar t@MOW he played i Blue Velvet with a lot 
of “man” and “friggif thrown Ito develop character. It soon 
became annoyings $inee that Was the extent of the charac- 
ters development™ Most of the“Velee”over work sounded 
unnatural and as if it were being read. This wasn’t necessar- 
ily the fault of the actors since the dialogue was just written 
poorly and you spend most of time listening to conversations. 
One of the biggest disappointments to date. - 


Normally, I rail at graphic adventures that 
haven't spent enough time working out the 
storyline; this is the exact opposite. . . 


Fail in your investigations, and the world will slowly change. 


vocal portion of Mr. Beautiful, a 
scheming demon whose _ path 
Gideon and Rachel cross almost 
from the outset. He’s rude, brassy 
and crude: the consummate demon 
operator, always looking for an 
edge over other demons to further 
his own power-grubbing plans. 


All Expense-paid 
Trip to Perdition 


And Mr. Beautiful is only a fraction 
of what the player will face as 
Gideon and Rachel return to Hell 
again and again, each time delving 
deeper, discovering more and bat- 
tling stronger demons (rest assured, 
it's not arcade combat) in their quest 


to right the wrongs on Earth. They'll 
team up with a variety of people and 
people-like things, from the holo- 
graphic remnants of a demolition 
expert to demonic body parts (don't 
ask). Their inventory will grow from 
the mundane laser rifles and demo 
charges to the exotic Damned arti- 
facts, like the Combat Buddy (a 
small imp who perches on a charac- 
ter's back, spraying machine-gun 
fire at all enemies on a broad front). 
They'll meet Charon, Beelzebub, 
Mephisto—and the dreaded Hell 
Dentist. Eventually, Gideon and 
Rachel will come face to face with 
the truth behind the mystery of their 
persecution and a glimpse at the 
truth behind Imperator Solene 
Solux. 


eek. 


Ah, Hell—the sights, the sounds, the crimson-based decor! 
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Rebel Assault™ was pretty. The 7th Guest™ had fun puzzles. 5 But, technology advances. Gamers demand more and 


more. And the time comes when even the best products are moved aside to make way for the future. @ That time 
has come and the future is Cyberia™. & Featuring full-screen, full motion video. digitized speech, synthetic 
actors; music and sound effects by Thomas Dolby’s Headspace and 11 of the most unbelievable arcade sequences 
your eyes (and your computer screen) have ever seen--- it's so stunning that we're even willing to put our 
money where our mouth is- If you own Rebel Assault or The 7th Guest, send us the manualcover from either 
game along with a Cyberia sales receipt and we'll send you $10-00 cash back: 
If you don't own either of these titles. you've already saved a hundred bucks 
so stop waiting for a hand out--.just gotoyourlocal software retailer to buy 
Cyberia orcall L-@00-9b9-GAME to order direct. & (offer expires 3-1-95) 
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The question 
here is a 
paraphrase of 
the one that 
was asked of 
participants in 
the Iran-Contra 
scandal: How 
much did Intel 
know, and 
when did they 
know it? 


COMPUTER 
GAME 
REVIEW 


Taking a second 
look at Adaptec’s 
Audio Edge sound 
card and Intel’s 
PR nightmare. 


Things do go wrong. My review of the 
Adaptec Audio Edge sound card is a 
case in point. Please note the following 
changes to my December ‘94 review. 

1) | was wrong about the IRQ setting for 
the CD-ROM. It can be changed, IRQ 9 
to IRQ 12. Sorry. 

2) In most cases, the sound is fine, and 
the General MID! works well. | had a few 
problems getting some programs to 
accept the card, though; X-Wing made 
horrible noises at me when | tried to run 
it with Sound Blaster sound and General 
MIDI music. Doom 2 sounded great. 

3) The manual contains much flawed 
information, unless you happen to read 
the addendum card included with the 
Audio Edge (the board | got did not have 
this card in its packaging). The manual 
Says you can change the following: SCSI 
ID, SCSI IRQ, Fast SCS! on/off, extend- 
ed translation for >1GB drives on/off, 
floptical recognition on/off. For the Audio 
Edge, you can change none of these 
things, as the jumpers to change them 
have been removed from the card. The 
why of this is due to another of Adaptec’s 
products, the Audio Machine. The Audio 
Machine is exactly the same as the 
Audio Edge, except that everything | 
mentioned above can be changed. As is 
to be expected, the Audio Machine costs 
more than the Audio Edge. My overall 
score changes to 78. 


PENTIUM DREAMS 


Intel has taken some pretty serious flak 
for its mismanagement of the floating- 
point error problem with its Pentium chip. 
It should. It completely blew it. On the 
other hand, IBM completely overreacted: 
that, however, was probably more of a 


1S 


strategic marketing move rather than 
IBM actually displaying commiseration 
with computer buyers. They are, after all, 
IBM. 

Dr. Thomas Nicely, a mathematics pro- 
fessor at Lynchburg College in 
Lynchburg, Virginia, is the man who first 
discovered the error. He called Intel's 
technical support line, where he was told 
that no one there knew anything about it. 
He left messages and called back sever- 
al times. There was no response from 
Intel until, after Dr. Nicely told several 
colleagues about the error, one of his 
colleagues posted Dr. Nicely’s findings 
on the Internet. Suddenly Dr. Nicely 
became Intel's best friend, or so it would 
seem from the amount of attention he 
received from them at that point. Intel 
Officials promptly sent him two new 
Pentium chips, which Dr. Nicely says 
have performed flawlessly. 

The question here is a paraphrase of 
the one that was asked of the partici- 
pants in the Iran-Contra scandal: How 
much did Intel know, and when did they 
know it? That the new Pentium chips are 
apparently error-free says volumes 
about Intel's knowledge of the problem. 

However, we can turn that same ques- 
tion around on IBM. Although Intel 
claimed an error-return rate of once 
every 27,000 years and only past the 
ninth decimal place, IBM said it would 


Oops. The Audio Edge is better than | led you to believe. 


Sometimes even Ghosts have 
“) Bad Da 


occur at the fourth decimal place once 
every 24 days on a spreadsheet being 
recalculated every 15 minutes. Exactly 
who do they think is going to buy that? If 
that were the case, the error would have 
been discovered long ago; Intel's claims 
are equally ludicrous, since the error 
popped up with surprising speed. IBM’s 
decision, | believe, is more a marketing 
ploy than anything else; they have a 
competitive chip, the PowerPC, coming 
to market now. 

Instead of trusting either IBM or Intel, 
neither of whom can hold any sort of an 
objective viewpoint over this and both of 
whom entrust more to market share than 
listening to the market, find a third party 
who holds stock in neither company. 
There are, even now, PC magazines 
who are publishing their own findings. My 
bet is that they'll fall somewhere around 
a 25- or 30-year error rate to the seventh 
or eighth decimal place. 

What it all boils down to for the gamer 
is this: Will a faulty chip cause any prob- 
lems when running games? My belief is 
that it will have absolutely no relevance 
to gaming at all. The chances of a game 
using anything even approaching the 
precise mathematical algorithms that Dr. 
Nicely was working with are virtually nil 

Incidentally, Dr. Nicely is the statistical 
wizard behind Avalon Hill’s football board 
game Paydirt. - Ted Chapman 


CHEAP 


Accelerated Graphics. Faster Games. Great Value. 


Diamond Multimedia’s instantly notice smoother, 120 Hz. Available in VLB or PCI versions, it works 
Stealth Games Accelerator _ quicker and more colorful with all IBM-compatible systems. 

Kit comes with a blazing fast —os Ue graphics in all the latest Get a Stealth Games Accelerator Kit for 
Stealth™ 64 DRAM graphics 0 » ._-~ Windows® and DOS applications. thrilling games and hot graphics. Go to your near- 
accelerator and three best-selling 0) Games are more action packed and __ est retail outlet or call 800-4-MULTIMEDIA for a 
game titles for only $219 (MSRP). 7 — challenging. Edutainment as store near you. FAX-BACK 


service is available at 
800-380-0030. 


All trade names referenced are the service mark, trade- 
mark or registered trademark of the respective manu- 
facturers. Rebel Assault trademark & © 1993LucasArt 
Entertainment Co., used under authorization. All rights 
reserved. Diamond Multimedia reserves the right to 
change specifications without notice. © 1994 Diamond 
Multimedia Systems, Inc., formerly Diamond Computer 
Systems, Inc. 


You'll get Rebel Assault, Mega Race™ ~~ is more realistic. It is simple 

and Domark’s Flight Sim Toolkit, the ~__ to install and delivers acceler- 

world’s only high-speed, high-resolution “~~ ated graphics with faster 

flight simulator. screen updates, up to 16.7 million colors 
With the Stealth graphics accelerator youll and flicker-free refresh rates of up to 


Three Top Games Included! 


DIAMOND 


MULTIMEDIA 


ELEK-TEK (2) 


The Computer Wonderland 


Mouse Mitts 


Keyboarders 


By Mouse Mitt Int’! 


75 Green Valley Road 


Scotts Valley, CA 95066 
(408) 335-9599 


Avoiding the Dreaded CTS 


Cure those wrist- 
lock blues with a 

simple and stylish 
accessory. 


sometimes unsolicited products 
evoke fear and loathing, and some- 
times they unveil a new gem. This is 
a case of the latter happening. A 
mere month after we published the 
article called “Painful Pleasures” 
(November ‘94, for those of you who 
are wondering), we received a 
package from a company called 
Mouse Mitt International. In it were 
three pairs (small, medium and 
large) of their product. Mouse Mitts 
are a sort of quarter glove made of 
LYCRA® cloth with a fake leather- 
covered foam pad at the wrist. 
Despite the faux leather, the gloves 
are washable, and they will slide 
smoothly over most surfaces, 
including mouse pads and wrist 
rests. They come in a variety of col- 
ors: black, blue, teal, purple, grey 
and hot pink (extra small and extra 
large come in black only); newer 
styles come with patterned fabric. 
They have two separate products, 
Keyboarders and Computer Gloves. 
The only discernible difference 
between the two is in the size of the 
foam pad: Keyboarders have a larg- 
er pad and are primarily for people 
who feel the need for a sort of wrist 
brace, while Computer Gloves are 


as hold a glass of water? What if 
you couldn't drive your car for over 
a year while you rested your wrists 
from all the cumulative damage 
you'd done to them? Mouse Mitts 
are a simple and effective way to 
combat the threat of CTS. They are 
a doctor-approved and recommend- 
ed method for preventing and treat- 
ing the symptoms of CTS. Mouse 
Mitt International’s client _ list 
includes the California State 
Department of Rehabilitation, 
Kansas Department of Health and 
Environment, Sacramento Police 
Department, and the State of New 
York Department of Law (this is a 
very shortened listing; the media list 
has many more names on it than | 
could possibly include here, along 


Mouse Mitts make keyboarding easy on your wrists. 


with the names of contact personnel 
in those businesses). 


TECHNICAL NOTES 


Put ‘em on your hands, kids. The 
most important thing to remember 
here is to make sure they fit snugly 
(but not tightly). Mouse Mitt 
International's sizing chart is based 
on measuring the circumference of 
your wrists: less than 5’=extra 
small, 5”-6’=small, 6”-7’=medium, 
7’-7.75°=large, and 7.75” and 
over=extra large. If they don’t fit 
properly, you'll experience pro- 
nounced sweating on the tops of 
your wrists, as well as at the base of 
your palms. Oh, and the pad goes 
on the inside of your wrist. 


Fax: (408) 335-9598 


Installation 


for those who don't, or who feel that 
they only need protection for one of 


Simple, cost conscious and effective. I've been wearing my 
Mouse Mitt Keyboarders since | got them in the mail. | never 


NA 


Ease of Use 


NA 


Durability 


really noticed how badly my wrists hurt by the end of the day, 
but then, | didn’t know | had broken my ankle in Galena until 
-ray. After | wore 

d recently been 

uddenly no trou- 

Oks (and just as 


their wrists. This is actually a 
hypothesis based on the product lit- 
erature, which states that Computer 
Gloves are only sold individually. 
The dangers of CTS (carpal tun- 
nel syndrome) are many, and they 
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Available For 
Distributed By 


Retail Price 


were well detailed in the aforemen- 
tioned article. If you didn’t get that 
particular issue, I'll cover them in a 
few “what if’ scenarios. What if you 


many questions 
of Sendai, | can 
They have prov 
they won't last 


88 


Usefulness 


andered the halls 
hout them now. 
I’m certain that 
of wear after a 


100 


COMPUTER were never comfortably able to use month of use. If many hours a day | 
GAME : a computer again? What if you had spend at the computer, you'll know that this speaks well for 
REVIEW to have surgery on your wrists that Style their durability. The only minor quibble | have about them is 


their color selection; none of the colors they carry seems 
quite right for wear around the office. -Ted 


would leave you unable to do any- 
Be : thing for several months as simple 
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ure, he can make vou fall in love. 


But can he show you how to do the X. position, 
the Flanquette Or the Wheelbarrow? 


Pe fs Finding a soul mate is hard enough, But how do vou keep the sparks firing? Y One possible 
q vay to accomplish this feat is to give your lover a copy of The Joy of Sex on CDi or CD-ROM for 
, - Valentine's Day. ¥ Like the book, it’s an uninhibited exploration of the sensual art of lovemaking. Yet 

with live-action digital video, graphic illustrations and informative commentary, ut goes way hevond the printed page. P So 
this Pear, give vour valentine The Tov of Sex on CD. O After all, Cupid: can ignite the fire but keeping it lit is up to you. 


Call 1-800-340-7888 for more information or to order. 


Iii rricnirrysenatenrnenssnrnpsneinenrsoneiemereteetiliihensastteentancmnionnnenens dill 
MAC & PC CD-ROM — = PHILIPS 


© 1993 Philips Interactive Media International Limited and Mitchell Beazley International Limited. All rights reserved. © 1995 Philips Media. All rights reserved. 
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Fischer 
Teaches Chess 
By Mission Studios 
1644 Colonial Parkway 
Inverness, IL 60067 
(708) 991-0598 
Fax: (708) 991-4408 


386SX, SVGA, 640K RAM, 
Vesa compatible, 


Available For 


MPC and compatibles 


Designed By 


Bookup, Inc.,Mission Studios 


Distributed By 


Interplay 


Street Price 


944.95 


n/a 


Bobby 


COMPUTER 
GAME 
REVIEW 


Now That's What | Call a Set of Well 
tacked Rooks 


Bobby Fischer Teaches Chess is 
a solid program that experienced 
chess players and those who are 
now just learning the game will thor- 
oughly enjoy. 

The essence of BFTC Is teaching 
chess. The lessons are divided by 
chapters which covers chess in 
easy-to-follow instructions. Chapter 
3's title is Back Rank Defenses and 
Variations. Here, through effective 
interactive lessons, you are taught 
how to protect your King using back 
rank pieces. You will be shown a sit- 
uation and how it develops. Then, 
you will be shown a series of chess 
board setups which illustrate the 
same concept. Your goal is to 
resolve the situation using what you 
have learned. For example, to 
answer the first question of this 
chapter, you click and hold on the 
White Rook located along the bot- 
tom row of the board. You then drag 
it forward until it is positioned over 
the Black Rook directly in front of it 
on the opposite back row. The pro- 
gram will congratulate you and 
explain why the move was correct. 

You can play a real game of chess 
using the information you have just 
learned against the program’s quite 
adequate chess engine. It’s not as 
pretty as some other chess engines, 
but it will challenge your playing 
ability. 

One of the terrific sub-areas of 
BFITC is the extensive database 
chronicling the history of chess and 
its masters. The Picture History of 
Chess, based on the book by Fred 


Wilson, is full of historical pho- 
tographs and illustrations detailing 
the centuries of chess gaming. | 
really enjoyed browsing all the old 
pictures and overdosing on chess 
history and trivia. 

If chess history is not enough then 
you can view summaries of over 


aid 


Genius Vera Menchik died ina 
WWII bombing raid on London. 


500 of Bobby Fischer's most 
famous matches. The summary is a 
move by move presentation of each 
Fischer game and it is fascinating. 


Wii bie etrimul rrieaes, 


fAlnck hos ennugh pienes omorked in 
red - protechng the crucial square on his 
bak rank.) 


Poort While aecalie? 


fhe ton mote, ning the fest heey rie 


ib Ceentanti ts 


hess—it’s a game steeped in antiquity, but it is still a 
potent game. There is no other who exemplifies chess 
more than Bobby Fischer. It is no wonder he would find 
the computer a perfect medium in which to present the 
game and its timeless attraction to gamers. 


Based on the book of the same 
name, BFTC is a wonderful addition 
to any CD library. Publisher Mission 
Studios is even going beyond the 
call of duty by donating free copies 
to schools in hopes of teaching 
chess instead of violence. Citing 
evidence gathered by the “New 
York City Schools Chess Program” 
by Christine Palm (copyright 1990, 
in case you want to find it) Mission 
Studios believes teaching chess 
may help curb teen violence. The 
NYC program shows chess not only 
stimulates learning skills but also 
seems to promote socialization 
skills as well. Chess would indeed 
be the better alternative to kids 
killing kids over nonsense elevated 
to preposterous levels of impor- 
tance. It is good to see an ancient 
game find new life in today’s com- 
puter world. -Steven Greenlee 


The lesson tutor features interactive chess situations. 
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Interactive Sailing 


There are times when | believe | 
was born too late. If | had come into 
the world at a different time | would 
have been Captain Steven steering 
my frigate by the stars and all that 
jazz. |’'ve always wanted to learn 
how to sail a boat, but I’ve just never 
had the chance. Now, though, | can 
learn the basics thanks to Swfte. 
They have produced a title to help 
teach novices the basics of sailing. 
Interactive Sailing puts you behind 
the wheel of a sailboat and, well, it’s 
sink or sail. 

Many airplane pilot training pro- 
grams include mastering computer 
simulations, so it would hold that 
learning to pilot a sailboat can start 


Learn sailing basics on a vir- 
tual J/105 that acts as if real. 


at the computer screen as well. 
Swfte has done an admirable job of 
creating a simulation which forces 
you to learn the basics. Interactive 
Sailing wouldn't be interactive if it 
didn’t include learning techniques of 
tacking or how to keep the wind in 
your sails. Other aspects of sailing 
you learn are how to hoist a spin- 
naker and trimming your sails. 

All the learning is done aboard a 
re-created high-tech J/105 
racer/cruiser. You have a complete 
360° view from the ship’s cockpit. 
This can be important since sailing 
the boat is set in the environment of 
a sailboat race. You can view other 
boats no matter if they are beside 
you or behind you. 

The basic sailing instructions are 
contained in professionally pro- 
duced video clips featuring the 
experts from the J World 
Performance Sailing School. Watch 
the videos and then try to practice 
what you've learned in the race. 
This is a well thought out and fun 
product. If you know how to sail, 
you'll immediately get into the rac- 
ing game. But if you're just learning 
this is a wonderful way to start. 


Ahoy matey, Interactive Sailing 
makes me long for the open sea 
and the salt in my eyes. . .or is that 


my face? -Steven Greenlee 


if ie. 


Test your skills in a timed sail- 
boat race. 


4MB RAM 


Birds of North 
America 


Do you know which bird has a pri- 
mary voice which is a loud rattling 
call? That is the description of the 
call which belongs to the Belted 
Kingfisher. If you actually want to 


stone of such a focused topic and 
Swfte has not let me down. The bird 
calls are from the digitized collection 
kept by the famed Cornell School of 
Ornithology. 

Not only did Swfte provide quality 
recordings, but they took the time to 
have each bird re-created by 
renown naturalist Marilyn Minko. 
The full-color illustrations are a real 
treat in no small part because they 
have been reproduced in high reso- 
lution for up-close examination. This 
magnifying feature allows for the 
Birds browser to see the finer mark- 
ings of a bird at up to 300% of actu- 
al size. 

The program does everything else 
you would expect from a field guide. 
There are habitat maps for each 
bird as well as migration route 
maps. There is detailed written text 
describing each bird’s habits and 
other information pertaining to its 
life. A nice feature included in Birds 
is a database where you can keep 
your own field notes. 

If you have a mind to, you can play 
the game which tests your knowl- 
edge on bird calls. Ornithologists 
along with novices will find Swfte’s 
Interactive Field Guide to Birds of 
North America something to include 
in their watching activities. 

-Steven Greenlee 
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This program details the feathered inhabitants of the U.S. 


hear a recording of the call, Swfte 
has the title for you. They have just 
released The Interactive Field 
Guide to Birds of North America. 
Birds contains detailed information 
on over 50 birds found in the United 
States. Part of that information is 
the crisp recordings of each bird’s 
song and/or call. | believe good 
recordings would be the corner- 
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truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-all play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playtield at once so you can aim your shots. 
A great pinball game has that unique quality of playability and never- 
ending challenge that keeps you coming back for...just one more 
game and.a shot at your new high score! 


Washington Post- “Crystal Caliburn pertectly 
captures the essence of a great pinball machine.” 


New York Times -"The realism is striking... 
[Crystal Caliburn] will be at the top of Silicon Santa's 
gift list this year.” 


Inside Mac Games - “ARCADE GAME OF THE YEAR” 


4 «a 4 A SYSTEM REQUIREMENTS: 


Computer Game Review- “Crystal Caliburn sets a new 
standard. For realistic pinball‘on a computer, there's + 13° or larger 


ran i monitor, 256 colors, and 
nothing like this game. ive Ae 
Electronic Entertainment- “Crystal Caliburn is simply : Bere on apne 
the best, most realistic, most challenging pinball simula- 5 a 
Hv ae INGOWS 93.1, color 
tion for the Macintosh yet.” (Rating: 9 out of 10) SVGA displ, and 4MB 
RAM. 


® I I I , 
GAMES Magazine- "You'll forget you're playing on a Supports Solpedblebll? ond 
two-dimensional computer screen.s:'the realism |s other Windows compatible 


ee 
astonishing. sound cards, 


MacUser-"Clectronic pinball’s Holy Grail.” 
(Rating: 4 1/2 out of 5) 


a TM 
™ liga < ‘ ma | 7 r 7 j | . iY A I ib 4 
wT YSEQLM _Q U Ul Ve 
From the creative genius of LittleWing, developer of TRISTAN” and Eight Ball Deluxe” for Macintosh. 
Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOL and CompuServe’. P 


NOW AVAILABLE FOR WINDOWS"! | 


StarPlay Productions, Inc. * PO Box 217 © Greeley, Colorado 80632-0217 * Tel 303.447.9562 ® Fax 303.447.2739 


™ Crystal Caliburn and Tristan are trademarks of LittleWing CO. LTD. Windows is a trademark of Microsoft Corporation. Other trademarks are property of their respective owners. 
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3D Atlas 


Those of you who find browsing 
through the CIA World Fact Book a 
fun evening of frolic will also find 
Electronic Arts 3D Atlas a blast. 
Using satellite images EA has pro- 
duced an atlas which is more than 
just a collection of static maps. This 
title is also the first in a series of 
family reference products produced 
under a new EA brand called EA 
World. This joins their EA Kids 
brand under the auspices of their 
multinational parent publishing com- 
pany, Electronic Arts. 

3D Atlas contains satellite images 
of New York, London and San 
Francisco. There are some images 


The 3D maps of this atlas are 
well presented. 


which were taken by Russian spy 
satellites. This atlas does contain 
over an hour of video, over 800 pho- 
tos and over 20,000 images from 
satellite data. EA World claims this 
is the first photo-realistic interactive 
globe. 

The flyover video clips are very 
nice. You can access flybys over 
the Alps and the Himalayas, for 
instance. The selection included in 
3D Atlas does seem a little conserv- 
ative though, but | enjoyed what 
they had very much. 

The 3D Atlas presents its informa- 
tion in very usable ways. There is 
the Physical World map, the 
Political World map and the 
Environmental World map. As you 
start digging deeper into the pro- 
gram you will be able to uncover a 
wealth of information on a variety of 
subjects. There is an area, for 
instance, which will show you how 
the Earth looks at night from space. 
There is the cursory trivia game to 
play as well. My favorite feature is 
that you can pinpoint and label any 
point on the globe. Find out what 
your hometown global coordinates 
are, and you can find it on the atlas’ 


maps. It is a very nice and inventive 
feature. 


-Steven Greenlee 


hye 


You can zoom in and out and 
even label your own towns. 


Requirements 


LC or better, System 7.0, 256 
Colors, 3 MB Free RAM 


Ghosts 


Do ghosts exist? Regardless of 
what you really believe, the fascina- 
tion with “true” accounts of ghosts 
continues to enthrall humans. Now 
ghosts are the subject of a slickly 
produce CD-ROM from the British- 
=a NN ee 


Ghosts contain 


Ss several illustrated 


tion of the fictitious doctor Marcus 
Grimalkin played by horror actor 
extraordinaire Christopher Lee. He 
asks you to uncover the truth about 
ghosts. He does tell you he has 
gathered all the evidence written 
over the years on the subject for you 
to examine. Everything else about 
the title though is a serious presen- 
tation of true accounts, scientifically 
gathered evidence and experts who 
believe down to their very core that 
ghosts do exist. Media Design says 
the video clips of ghosts are actual 
recordings made in genuine situa- 
tions. 

You are able to move around the 
very well done 3D Hobbs Manor 
house and search for the hot spots. 
These hot spots will activate a ghost 
story or Some way enable you to fur- 
ther pursue a particular ghostly 
topic. This may be just a short text 
accompanying a photograph taken 
of an alleged ghost or an interview 
with a real life ghostbuster. There 
are over 60 minutes of specially 
filmed video to illustrate famous 
ghost stories and they are very well 
done. There is nothing like a ghost 
story being told by Christopher Lee. 

Media Designs’ Ghosts is a fun 
and interesting investigation in the 
Supernatural. | -Steven Greenlee 
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“true” stories narrated b 


Christopher Lee including the above—The Screaming Skull. 


based Media Design Interactive, a 
company compiling a respectable 
list of multimedia titles. Aptly named 
Ghosts, Media Design chose to pre- 
sent the subject in a manner befit- 
ting such a topic. You begin by 
entering a spooky looking house 
representing the world’s most 
haunted house—Hobbs Manor in 
England. You are there at the invita- 


Requirements 


386+, Win 3.1, VGA, 4MB RAM, 
System 6.0.7, 256 Colors 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 


If you think you’re good at games, then let’s have some be a mercenary who’s looking for a few good friends. 
real fun. When you’re online with GEnie® Multi-Player © With GEnie, the possibilities are endless, the people 
Games, you’re playing real people, in realtime. Some are terrific, and even the prices are competitive. So put 
of the best players around the some new life into your joystick, 


world. 0 Splash a bandit in Air Call 1-800-638-9636 and sign on. We’ll see just how 


Warrior®, and you’ve just taken TDD 1-800-238-9172 good you are. © To sign up online, 


out eight other guys, who’ll be back gunning for you. turn your modem on and dial 1-800-638-8369 or in 
Blast a MechWarrior® in MultiPlayer BattleTech™, and Canada 1-800-387-8330. Enter JOINGENIE at the 
who knows? Could be that jerk from the coast. Could prompt. When asked for the special offer enter ACA423. 


(sEnie 


multi-player games 


AIR a ] STELLAR EMPEROR™ BEST GAMES ARQU N DI 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 
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Are You Afraid. . : 


The Tale of Orpheo’s Curse 
By Viacom New Media 
1515 Broadway 
New York, NY 10036 
1-800-469-7114 
Fax: (303) 339-7022 


Requirements 
386DX\33 MHz, 4MB 
M, SVGA 


Available For 
MPC and compatibles 
Designed By 
Viacom New Media 
Distributed By | 
Viacom New Media 


Street Price 
$59.95 


Age 
8 & Up 


COMPUTER : 
GAME 
REVIEW 


Are You Afraid Of The Dark? 


You Will Be 


hink back to the days when boys would go camping in 
the backyard and the girls would have slumber parties. 
It was inevitable that sometime around midnight 
someone would tell a ghost story. It was just enough to 
make every noise of the night seem supernatural. 


One reason ex-Beatle George 
Harrison began Hand Made Films 
was because he thought children’s 
films were too nice. Not that he 
wanted to include more gore, but he 
thought teens and pre-teens liked 
being scared. His first film Time 
Bandits had just the scary edge he 


Terry must solve Orpheo’s 
Curse or forever be doomed. 


was looking for. This is the same 
approach used by cable TV’s 
Nickelodeon in their weekly show 
Are You Afraid Of The Dark? The 
series premise is a group of 
teenage boys and girls meet once a 
week at midnight and tell a ghost 
story. Staying true to the genre, 
many of the ghost stories are gen- 
uine hair raisers and it maintains the 
scary spirit without resorting to 
excessive violence, blood or gore. It 
is one of Nick’s top-rated programs. 
Now that an adventure game based 
on the television show has been 
released by Nick’s parent company 
Viacom, it is destined to become a 
top-rated CD-ROM title. 

Are You Afraid Of The Dark?: The 
Tale Of Orpheo’s Curse is a 
superbly produced adventure game. 


The game begins with the player's 
introduction to the brother and sister 
team whom he or she will be playing 
in the game. Terry has talked her 
brother Alex into exploring a board- 
ed up theater. Little did they know it 
was haunted, and their very exis- 
tence is now threatened by Orpheo, 


The photorealism creates an 
atmosphere you can feel. 


a mad magician of unknown power 
and ability. 

Viacom took great care in pre- 
senting a visually exciting game. 
Those visuals had to create the 
spooky atmosphere needed to carry 


the storyline, so Viacom took their 
video cameras to Chicago and 
filmed the famous Congress 
Theater from top to bottom. They 
were able to capture the realistic 
environment of a real working the- 
ater. The player moves around 
these photorealistic screens in a 
manner much like Myst. Then, 
whenever there is a cinematic cut- 
away, it is presented in montage 
form. The montages are well done 
and fit well into the game design. 
Have no reservations; have no 
fear. Viacom’s Are You Afraid Of 
The Dark: The Tale Of Orpheo’s 
Curse is a title of substantial quality. 
The photorealistic graphics are per- 
fect in fostering an appropriate 
atmosphere for the game and the 
game play is solid. The puzzles are 
perfectly balanced between hard 
and soft and many of them are 
inventive. It looks good. It plays 
good. It’s great! 
-Steven Greenlee 


The montage-style of video is different and effective. 


What happens when 
you break a bone? 
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‘If Your Kids Have Questions, — 
Have We Got The Answer For You. 


ite What Is a 
Pélkybution® 
a — What is a Bellybutton? Why do I sneeze? What happens to the food I eat? If 
questions like these sound familiar, you’ve come to the right place. What Is a 
Bellybutton? answers kids questions with the help of fun characters your kids 
will love. The stories and pictures, complete with sound effects and music 


will teach kids about healthy behavior and staying well, but most importantly 


they'll have a great time. So if you know someone with a lot of questions, get them the one CD-ROM with 


all the answers — What Is a Bellybutton? See your favorite software retailer or call (800) 432-1332, Dept. 369. 


IVI PUBLISHING 


© 1995, IVI Publishing. Inc. All rights reserved. Time-Life is a registered trademark of Time, Inc.. U.S.A.. Windows is a registered trademark of Microsoft Corporation. Macintosh is a registered trademark of Apple Computer Inc 
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Peter and The Wolf has a nice “storybook” feel. 


Peter and the Wolf 


Everybody knows the story of 
Peter and The Wolf. Legendary ani- 


Get Peter to the other side by 
jumping from log to log. 


mation director Chuck Jones lends 
his characters to George 
Daugherty, the Emmy-nominated 
director of Bugs Bunny on 
Broadway and Rhythm & Jam. 
Along with a new score, Daugherty 
has re-created the age-old tale in a 
computer multimedia production. 

The story is narrated by Kirstie 
Alley (Cheers!) and stars the voices 
of Lloyd Bridges as the grandfather 
and Ross Malinger (Sleepless In 
Seattle) as Peter. 

Peter and the Wolf consists of 
three areas. One is an information 
kind of area which presents a 
behind-the-scenes look at how the 
CD-ROM was made. Another area 
is a game. You have to get Peter 
across a river by jumping on the 
logs floating by. Lastly there is the 
actual story and musical presenta- 
tion of Peter and the Wolf. In-a sub- 
area you can explore just the music 
and the instruments which are being 
played. This is a very nice addition 
to the title and very well presented. 

Peter and the Wolf is a sensitive 
adaptation of Sergei Prokofiev's 
Classic tale. Great care has been 
taken to craft a visual and quality 


production, although it ran some- 
what finicky on my quad speed CD 
486-66 system. As the story pro- 
gressed | kept getting fatal errors 
which | was never able to resolve. 


486DX, 8 MB RAM, 
LCill/higher, System 7 


Recess In Greece 


Morgan Interactive had quite the 
hit with their first title, Morgan’s 
Time Machine. Now they want a 
repeat with Recess In Greece. This 
title has been in development for 
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As with Morgan’s first title, he is 
joined by friends Bernaardvark, 
Skatergator, Hip-Hop Hippo, Alicat 
and Kangaruth. Morgan is magically 
transported to ancient Greece 
where its culture, myths and leg- 
ends are presented. Morgan is mis- 
an for Odysseus and gets | to re- 


Morgan helps Helen of Troy 
over her little problem. 


live that mythic figure’s adventures. 
Morgan’s true goal is to find his way 
back to his own time so he can pass 
his test on ancient Greece and go 
on recess. The first adventure 
begins when Morgan meets Helen 
of Troy. You may remember Helen 
had trouble with being wooed by 
many suitors. Even though 
Odysseus was interested in wooing 
Helen himself, it got to be too much 
trouble and he settled on Helen’s 
sister instead. 

This is more than just an interac- 
tive storybook, though. Athena, 
Goddess of Wisdom, is always 
available to give your child more 
detailed information on hundreds of 
interesting items such as chariots 
and pottery, the Parthenon and 
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One of the games in Morgan’s Recess in Greece is putting 
together root words to make the modern equivalent. 


about year and boasts 25,000 hand- 
drawn animation cels. The story is 
loosely adapted from Homer's The 
lliad. 


Pandora’s Box, Delphi and 
Ambrosia. In addition there are 
games to play which use the infor- 
mation learned from the story. 


IT’S NOT THE GAME, IT’S THE COMPETITION. 
REAL, LIVE, COMPETITION! 


Home entertainment, 


redefined... 


ImagiNation has the classic board 


Discover a new world! 


Let’s face it. You think playing against a 
computer is fun? It can be, sometimes. 


But it's missing something: Another and card games we all grew up 


living, breathing opponent like YOU! with, like bridge, chess, and hearts. 


"Bnd we'll give YOU 


All you need to get your heart rate up is a 5 Free Hours to prove it! But that’s only the beginning. 


computer, modem and your ImagiNation!” 


Spend time with a noted actor or 
The ImagiNation Network delivers writer in one of our regular forums. (It’s your chance to 


the best competition in the country ask that burning question the talk show host forgot.) 


right to your home. And thousands of Meet new friends you didn’t know you had when you 


other opponents are just waiting for you to show up. share your interests and hobbies. 


Come join us for a free tour of the community thousands of competitors throughout the country call home 


Mail this card or fax it to 209-642-0885. 


& 
YR | Sign me up for 5 FREE HOURS 
° e 
» on the ImagiNation Network. 

The ImagiNation Network requires at 

NAME least a 386 IBM PC compatible comput- 
er, a 2400 baud modem, a mouse, a 

ADDRESS keyboard, and at least 580 kb of available 
memory. Use of The ImagiNation 


CITY ST 71P | Network requires a major credit card or 


checking account. I understand that my 


first month’s membership is free and that 
PHONE /( ) Cc ° wnt 
) —S SS SS SS —— ~=— pe allowe me live ious of neawore ace 
| - (In case we have a question about your order) 


I understand there is no risk. If 1 am not 


- ne having fun, I can call anytime to cancel 
MEDIA (check one: []CD-ROM  [(]3.5” diskettes 3 } : 


R / my membership. Otherwise I'll just kee 
Get > FREE Soe YOUR SIGNATURE having fun) | a 
on The ImagiNation —_ 


Offer Source Code: 861. Offer expires 4/30/95. Offer valid to new members only. 
| © 1995 The ImagiNation Network. All rights reserved. Limit one free trial per household. f 
Network' The ImagiNation Network reserves the right to change features, rates, or specifications at 
any time. @ x 


Start Exploring Your Own ImagiNation 
With 5 FREE HOURS! 


Here’s What You Get... Here’s All You Need... 


7 . Mail in this card and in less than a week you will receive 1 . [ have at least a 386sx or better with a hard drive 
your software. and 4MB RAM. | also have VGA graphics and a 


Microsoft-compatible mouse. 


A brand bership with 5 free h f k 
y a SA ee) HORE PPP ERS Ae OD , You bet I have at least a 2400 baud modem. You think I 


want to have all this fun by myself? 


Er re use ImagiNation 


requires a major credit card. 


time to use within the first 30 days to get acquainted with 
new friends. After you use your free hours, you'll be billed 


at a rate of $3.50 per hour during the first month. 


Each month you remain a member, 


youll be billed just $9.95 


I have one! 


which includes 5 free , EF. scacittaton, 
hours; additional hours m. | , ‘om * %& Ofcourse I have that. 
are billed $3.50 each. ee Bice | See “a ate SF Are you crazy? 


, And if you need help 
em installing The 
ImagiNation Network 
software or using it, 
just give us a call. 


r 7 1-800-IMAGIN-1 
Nation (1-800-462-4461) 


3. A free subscription 
to Lmaginings, the i 
members-only full 

color newsletter that 
highlights coming attractions 
and features profiles of 


members and on-line celebrities. 
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| Get Your Family on 
| ImagiNation Today... 


OAKHURST CA 93644-9850 


Hey! you’ve got two 
i-directional alien-finders 


attached to your head 


it! 


Now you can use’em to play your 
favorite games in 3D sound that zigs 
when they zig and zags when they zag! 


The Command 3D Sound Engine* can transform your favorite computer game into an in-your-face, look 
out-behind-you, multi-sensory experience. Unlike other 3D sound processors, the 


Sound Engine surrounds you with a 270° soundfield that responds to the 
movements of your joystick. 


So when you zap that Zorgon on your left, the KABOOM! will come 
from the left. When you nail that Ninja on the right, the WHACK! will come 
from the right. Imagine: a previously unheard level of realism for about one 


pa 4 zillionth the cost of a virtual reality helmet! 


aes The Command 3D Sound Engine works with any game 
7 software, stereo or mono. All you need are an analog joy- 
stick, any sound card with a line-out jack and two externally-amplified speakers. 


Sorry, bi-directional alien-finders are not included. But, hey, you probably 
have a pair of them already! 


For more information, call 1-800-379-8558 6 (] lj N l] 


MULTIWAVE INNOVATION, INC., 747 Camden Avenue, Campbell, CA 95008 
Tel: 408-379-2900 Fax: 408-379-3292 
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Command 3D Sound Engine is a registered trademark of Multiwave Innovation Pte Ltd. 


*Patent Pending 


VERTRONIX INC. presents the best values in ENTERTAINMENT! 


NEC 5101 3X 


TEAC 4X 
Toshiba 4X 


Pioneer 2X 


MV Pro 3D 
SB Awe 32 


TB Monterey 


AG Phoentx 


Hardware 
LCS-7260 2X 
Mitsumi 2X IDE $129 
Sony CDU-55E 


Panasonic 2X 


Mitsumi4X IDE S249 


Plextor 4X Int. 


w Minichanger S489 


RealMavic Lite 


1. Not responsible for typographical errors 


Morgan’s Recess in Greece has 
exceptionally exciting visuals and 
nicely done animations. 


Requirements 
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Thumblina 


More than 3 million home video- 
cassettes of Don Bluth’s Thumblina 
have been sold, making it one of the 
most popular attractions for today’s 
young girls. In the realm of comput- 
ers, there is very little targeted for 
girls. Even though studies have 
shown that girls are just as interest- 
ed in computers as boys are, the 


majority of software is male domi- 


nated. Sanctuary Woods has been 


230 Plaza Professional Bldg., El Cerrito CA 94530, 9-6 M-Sat. 
1-800-478-0217 (orders only) Visa, MC, Checks, MO's. 
(510) 527-4699 (questions?) 


GAMES (CD, 3.5) 

$119 5ft 10 vol | $32 Geekwad $23 Rebel Assault S48 
5ft 1O°vol 2 $32  Gobllins 2 $21 Relentless $43 

Alien Legacy $36 Gobllins 3 S21 Rise of Triad $39 

Arena: Elder S. $39 Grandest Fleet $38 Sabre Team $35 

8135 Armored Fist $45 Hand of Fate S41 Sam & Max $43 
Battle Isle 2200 $33 Hardball 4 $38 Shanghai 2 $26 

3739 Battledrome $40 Harpoon Il $44 Sim City 2k $45 
Bnth Steel Sky $44 Harrier JJ S38 SpQuest An $48 
BioForge s49 Harvester 542 SSNSeawolf $44 

S289 Blackthorne S34 Hell S46 Star Trek Tech S4] 


Blood Bow! S39 Jump Raven $42 Star Trek TNG $58 
Bloodnet $49 King Maker $34 Stonekeep S47 
Blown Away S39 King’s Q7 $48 Subwar 2050 $37 
S449 Body Count 540 Knights Xentar $44 SHL Hoboken $37 
Cap. Punishment $35 Kyrandta 3 S42 Syst Shock $49 
S319 9 Caesar's Palace $25 Labyr. of Time S46 TFX $53 
Colonization S48 Leg. Kyrandia $39 The llth hr $55 
$349 Corridor 7 $29 Lode Runner $37 Theme Park $39 § 
Crystal Caliburn $35 Lords of Midnight) S47 Third Reich $36 
Dark Legions $37  Maabus $36 Transp. Tyc S49 
Delta V $42 Magic Carpet S43 Ultima 8 $42 
Desert Strike S47 Master of Magic. S40 Ultima FB S46 
Dragon Lore S37 Menzoberranzan S46 Under Killing Mn S59 
$279  Dragsphere S40 Metal & Lace $33 Un-Roughness 95. $38 
Dreamweb S41 Metaltech:Earths S46 US Navy Fighters S48 
3980.) Empire Deluxe $27 Milen. Auction S45 Voyeur S46 
Evasive Action $38 Myst S48 WC Armada S46 
53g F 14 Fleet S50 NHL hock95 $38 WC III S53 
Falcon Gold $57 Noctropolis 546 Wings of Glory $45 
6319 FIFA soccor $39 Op. Crusad $39 Wolf $38 
wei’ Flash Traffic 539 Outpost S44 WolfPack S26 
$109 Fortress Radiaki $35 Pert. Gen, 2 S35 WWII Pack S45 
. Freddy Pharkas S30 PGA 486 S49 Wrath of Gods 543 
Front Lines $57 Phantasmag $48 Xcom $39 
FPS Baseball $48 Psychotron S40 Xwing Collec S47 
FPS Football95 548 Quarantine $44 Zorro $38 
Gabriel Knight $39 Ravenloft $56 


FREE SHIPPING! on all orders over $100 (contin. US) 


CA residents add sales tax 
2. Returns not accepted w/o prior approval 
3. Price and availability subj. to change w/o notice 


Please call for catalog and adult titles (510) 52 


Overnight, 2 day. or other shipping — call! 


(510) 527-4690 (fax orders) 


a leader in producing software for 
girls. They are joined by Time 
Warner Interactive. Developer 
Spice has used Don Bluth’s film to 
produce a rich, interactive CD- 
ROM. This includes the Barry 
Manilow score and the voices of 
Carol Channing, Gilbert Gottfried 
and Jodi Benson. The story is nar- 
rated by Jacquimo—a_bard-like 
bird. 

Girls from the ages of 3 to 8 are 
encouraged to interact with the 
story by clicking on hot spots and 
counting flowers or ladybugs. Also, 
players can sing along with 
Thumblina as the song's lyrics are 
displayed on the screen. Another 
interactive element is the painting 
icon. Color characters of the story 
whenever the coloring icon appears 
on the page. 

Thumblina does have an intrinsic 
attraction and it will visually enchant 
your child. Like most interactive sto- 
rybooks there is plenty to explore 
and the music is well scored. | did 
have a problem with the paint pro- 


7-4699 


gram though. You can paint the 
characters, but whenever you click 
to animate them, they changed 
back to their original colors. 
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Project USA 


Project USA is more than a “let's 
all be drilled on state capitals” kind 
of CD—it actually includes an 
adventure game. The program 
begins with newspaper headlines 
lamenting the fact American kids 
are poor at geography. Then your 
child will be briefed as to their mis- 
sion as a member of NOGAK. That 
stands for National Organization of 
Geography and America’s Kids. 

First they'll be able to explore their 
own office. There are some hot 
spots to explore including the com- 
puter. Then it will be explained how 
ranks are achieved within NOGAK. 
The mission begins with the rank 
automatically set to trainee the play- 
er rising in rank by accumulating 
geopoints, becoming a Geomaster 
after earning 16,000 geopoints. To 
begin earning points, prepare to 
start flying around the country. The 
airplane does need to be flown; it is 
not automatic so fuel is something 
you'll need to check on. Another 
thing you will have to do is learn 
how to read maps. 

Once the world has been 
explored, the player can enter the 
Challenge Zone and be tested on 
the knowledge gained. In addition 
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PUSA has all the states and 
detailed information on each. 
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Ghostly guards protect 


the treasures of Cairn. 
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Wizards and assassins plot to bil the ks 
ne it ‘ve ~~ —— to ion the i 


. ? 
The wizard s 
tower is not a 


friendly place. 


Unfortunately, 
neither is his 
hedge maze. 
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hadows of Caim is the story of a 

young thief named Quinn, who has 

a serious problem. He’s too honest 
to steal anything. Worthless to his suild, his 
own master has set him up to take the blame 
for the murder of the Duke of Cairn. His 
only hope for survival is to make sure the 

nation fails. 

In order to help Q ‘uinn save himself, you'll 
have to suide him through slimy sewers, a trap a 
Filled dungeon, an evil wizard’s tower, and a 
monster filled hedge maze (not to mention 
suards in the streets and buildin igs s) to save the 


Duke in his palace at the top of the city. 
* Superior video quality - supports 
all resolutions from 320 x 200 
up to 1024 x /68 at 2 
Full CD quality audio - Enjoy full 
CD quality sixteen bit audio tracks, 


stereo recorded at 44Hz. 


560 colors. 


Rotoscoped character movement - 
sports live rotoscoped character 
movements, animated cinematic 


sequences and a great story line. 


CD ROM 


Available for Windows & DOS 


Macintosh & Power Macintosh 


native mode versions coming soon! 


800-765-4223 


MASQUE 
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© 1993-1994 Ant Software. All Rights Reserved. 
© 1993 Masque Publishing 
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the player can gain knowledge by 
reading the books on the desk (back 
in the office) and by using the glos- 
sary. Impressions has put together 
a fine geography product here. 
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The Playroom 


The Playroom from Brederbund 
is an award-winning early childhood 
education title for your 3- to 6-year 
olds. It was first introduced in 1989 
to rave reviews and the newly re- 
mastered version on CD-ROM will 
certainly be — enthusiastically 
received as well. The new CD ver- 
sion takes advantage of the latest 
techniques in computer animation 
and sounds to produce a wholly 
enjoyable romp for the kids while 
teaching them important basic 
Skills. “The power and capacity of 
this new medium,” says Broderbund 
Vice President Harry Wilker, “allows 
us to add a Spark. . .we’re confident 
will endure for another five years.” 

Ginger and Pepper are the friend- 
liest mice around and they'll play 
along with your child in their very 
special playroom. Your child will be 
able to click on all of the objects in 
the room. Some objects will do a 
short animation so popular in 
today’s edutainment. Other click- 
able areas will take your child into a 
full-blown learning environment. 

lf your child clicks on the wall clock 
they will learn how to tell time. Click 
on the mouse hole along the floor 
board and your child will find a 
three-level math game. Counting 
skills are practiced when they click 


helps kids with shapes. 


on the boombox while reading skills 
are taught by the computer. Your 
child will be sure to notice a goofy 
looking animal by the book case. 
This area helps stimulate creativity 
and analytical thinking. 

There is more to do as the explo- 
ration of the playroom goes deeper. 
Your child is sure to be delighted 
and thrilled. 


Requirements 


Snoopy's 
Geography 


What better teacher is there than 
one who is already known and 
loved? That makes Snoopy and the 
Peanuts gang the perfect teachers 
for your young child. Having first 
tackled math Snoopy, this latest 
Image Smith title takes on teaching 


Snoopy teaches geography 
with specific task games. 


As with the other Yearn To Learn 
titles, the mixture of fun and learning 
is subtlety integrated. Your child will 
be exposed to the world of geogra- 
phy through five different game 
modules. Those modules are: The 
Great Country Shoot—a circus-like 
game where you shoot Peanuts 
characters out of cannon and have 
them land in a pre-chosen country, 
The Driving Game—players have to 
direct Snoopy through a street 
maze to pick up friends, The 
Compass Game—helps kids deci- 
pher compass directions, 
Geoparty—this is a game show 


where geography is the only cate- 
gory and Snoopy’s Adventure 
Journal—tag along with Snoopy as 
he explores different types of ter- 
rains. 

All the games come with varying 
levels of difficulty depending upon 
your child’s abilities. The very young 
ones, like the 3- or 4-year olds, will 
probably need an older person’s 
help to get started in the games and 
a little coaching along the way. 

Snoopy’s Geography has excel- 
lent graphics, great sounds and a 
solid learning foundation. 


Counting On Frank 


Henry is an 11-year old boy (or 
SO) who is on a mission. He wants 
to win a trip to Hawaii by guessing 
how many jellybeans are in a jar. 
This mission propels him and your 
child in the real world of mathemat- 
ics because he has to search for 
clues which will help make the most 
accurate estimate possible on how 
many jellybeans are in the jar. 
Henry is accompanied by his cool 
sunglass-wearing, bubble gum- 
chewing dog, Frank. While search- 
ing for clues, Henry will have to 
practice all the basic forms of com- 
putation including: addition, subtrac- 
tion, problem-solving, estimation, 
decimals, fractions, multiplication, 
division and word problems. These 
computational forms are masked 
inside of games which Henry comes 
across, making math much more 
fun than doing it out of a schoolbook 
could ever be. Also, the kids will be 
exposed to percentages and geom- 
etry concepts. In order to keep track 
of everything, Henry has a pocket 
calculator and an on-line notebook, 
either of which can be used at any- 
time. It will be important to keep 
some notes because much of what 
the player finds can be applied to 
making the jellybean guess. 
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the amount of beans in the jar. 


This CD-ROM is based on a pop- 
ular book by Australian author Rod 
Clement. The bright graphics are 
rich in detail and are visually excit- 
ing. The sounds are top-notch. 
Counting on Frank is educational 
and fun. 


Widget Workshop 


Following in the footsteps of The 
Incredible Machine, Maxis has 
developed a construction set similar 
to TIM for kids. The Widget 
Workshop is much more than a 
game. It is a way to build TIM-like 
games, but the construction 
involves some analytical skills and 
patience. The games are referred to 
as “experiments”. 

One of the program's stronger 
points is the ease of use and the 
informative manuals that are includ- 


File Edit Options 


AND 


Doc’s dog—barking machine isn't 
working. Fix the connections 
and get the dog to bark 30 times 
in under a minute 


ed in the package. They show step 
by step how to use the objects 
found in the Widget Workshop. 
There are activities associated with 
five different topics. They are: 
Distance, Speed, Time & Gravity; 
Weather; The Human Body; Sound 
& Light; and Numbers & Number 
Games. Some of the objects used in 
the workshop include a spinning 
top, thermometer, magnifying glass, 
a compass, rubber bands and 
straws. There are some body parts, 
like the heart. that can used as well. 
It can be arranged for the heart's 
pumping motion to turn a light on 
and off, for instance. 

This is a program that will require 
some dedication of time and persis- 
tence. During creative down times 
your child can solve any one of the 
several pre-constructed games that 
come included in the program. 

Widget Workshop does have an 
educational foundation in that the 
player will need to use some forms 
of physics, math and logic (among 
other branches of science) when 
creating the various puzzles. 
Widget Workshop holds hours and 
hours of creative doodling and will 
never be the same gaming experi- 
ence twice. 


Widget Workshop is like The Incredible Machine, but for kids. 


Cool Crafts 


Multicom, in cooperation with 
Better Homes and Gardens, has 
compiled 101 craft ideas your child 
can make using supplies most 
homes have on hand. Cool Crafts 
contains video step-by-step instruc- 
tions on making all kinds of different 
things. 


Click on the craft you want to 
make, and a video starts. 


There are 12 categories of crafts 
including Medieval Magic, Animal 
Adventures, Creepy Crawlies and 
Happy Holidays. The craft ideas 
range from Tree Treats to Spud 
Buddies (a Mr. Potato Head kind of 
craft). The instructional videos are 
well presented. Teens and pre- 
teens introduce each craft and then 
explain how to make the selection. 
On the video screen the number of 
steps each craft takes is shown. 
The user can click on any step num- 
ber and immediately go to it. 

Besides having all the craft ideas 
you can go to another screen where 
it has listed a whole host of different 
supplies. You can gather all the 
supplies you have on hand and the 
program will come up with ideas on 
you can make using the supplies 
you have. This looks good and is a 
nice little program especially for 
rainy days and for party decorations. 


The Farm 


This is the first title in Humongous 
Entertainment's new line of junior 
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@® BLAST YOUR WAY THROUGH HUNDREDS 
OF NEW CHALLENGING LEVELS 


@ ADD NEW GRAPHICS, MUSIC, SOUNDS, 
AND WEAPONS TO DOOM 


@ EDIT SAVED GAMES FOR MAXIMUM 
HEALTH, AMMO, AND FIREPOWER 


@ CREATE YOUR OWN DOOM LEVELS 


IT'S EASY TO USE ! 


POINT AND CLICK TO BROWSE CD LEVELS AND 
RUN DOOM. THERE ARE NO CUMBERSOME 
COMMAND LINE PARAMETERS TO ENTER WHICH 
ARE REQUIRED BY SOME OTHER DOOM ADD-ON 
CD PRODUCTS. 
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Plus $3.95 
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~ To Order 
Call NOW - Visa/MasterCard Accepted: 


1-800-682-5322 


Or send check or money order to: 


Cypress Software, Inc. 
200 N. Washington St. Ste. 204 
Naperville, IL 60540 
(708) 717-1564 


Fax orders: (708) 717-1451 


- All orders shipped within 24 hours - 
DOOM and DOOM 2 are trademarks of id Software, Inc. 


NEW !! 


Levels & utilities for 


DOOM 2 INCLUDED 


Kids explore everything on the 
farm by finding the hot spots. 


encyclopedias. Produced in co- 
operation with Random House, 
these multimedia encyclopedias are 
easy to use and will appeal to every 
young children’s natural curiosity 
about the world around them. 

A loveable insect called “The 
Knowledge Bug’ hosts your child’s 
interactive journey down on the 
farm. In the henhouse, click on the 
chickens to see eggs being laid or 
stop by the orchard and pick a few 
apples. Also, there is a dictionary for 
those youngsters who can read. 
The next encyclopedia will be avail- 
able soon and will feature a trip to 
the airport. 


386SX/33+, Windows 3.1, SVGA, 
4MB RAM 


Freddi Fish & The 
Case of the Missing 
Kelp Seeds 


This is an absolutely delightful 
adventure game with dazzling 
graphics, challenging puzzles and 
not one violent act anywhere. The 
first thing you'll notice though will be 
the graphics. 

All the graphics are hand-drawn 
and are of eye-popping quality. “The 
natural movement that hand-drawn 
animation gives characters creates 
a warm and almost magical environ- 
ment,” says Freddi Fish designer 
Ron Gilbert, “that simply engrosses 
people in what they are experienc- 
ing.” Gilbert's credits include 
designing LucasArts’ Monkey Island 
and Maniac Mansion. 

Besides looking good, there is 
tons of game play here, although it 


maybe best suited for 8-, 9- or even 
10-year-olds. This would be an 
excellent game in which the older 
sibling allows the younger sibling to 
play with them. The game will 
engross older kids while younger 
ones will love its look and sound. 
The game is task-based and is 
propelled by the different clues the 
player will find. For instance, there 
is a portion early in the game where 
you have to find a light source, but 
to get to the light source the player 
will have to raise a gate. This will 
take a little while, but encourages 


Freddi must help her grandma 
and find the missing seeds. 


more in-depth exploration of the 
large, undersea setting of the game. 
There are many explorable areas of 
the game including caves, canyons, 
oyster beds, tidepools and reefs. 
Assisting Freddi is her best friend 
Luther. The goal of the game is to 
find Grandma Grouper’s missing 
Kelp Seeds. These seeds are need- 
ed in order to feed the ocean’s resi- 
dents. There are others involved in 
the case; two sharks are hot on 
Freddi’s traii—the reason why is not 
immediately apparent. 

Freddi Fish makes one of the big- 
ger splashes in the exploding chil- 
dren’s software market. It is a well 
produced game with great graphics, 
fluid, high-quality animations and 
sensational music and sounds. 

All in all, Humongous Entertain- 
ment is producing very nice chil- 
dren’s software. | can’t but believe 
Freddi Fish is another HE award 
winner. 
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You already know how to 
play pinball! 


Just how good are you? 
Step up to the arcade, make 
your selection from any one 
of the eight great tables, set 
up your game, pull down that 
lunger and get some glass. 

This is the award winning 
technology that made 
21st Century first in 

computer pinball. — 
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What Will Happen 
\) Pentium: 


Rumors fly around _ Pressure from the PR side of the 


‘ : world has now caused them to offer 
at light speed just a free replacement for anyone that 


before Winter sends in a Pentium chip to them. 
CES. And while it’s fun to think about, 
don’t try and duplicate the 

As you have no doubt heard, and ~— Pentium stamp on your old 
probably read earlier in this issue, | 386 chip. Also, for the 
Intel has been taking alot of com- record, Compaq 
plaints regarding the problem with has stated that it 
the Pentium chips. The big thing, — will continue to 
of course, is that IBMis no longer _ sell systems 
shipping any systems with the with the 
: Pentium chip. They're understand- Pentium 
‘ ably upset about the floating point chip. 
errors, but you need to take what 


suaieeeaen 


UNDER A 


ACCESS 


they say with a grain of salt. They : 
are, after all, in competition with Brings You 
ntl the Greatest 


This is not to say that Intel is not 
at fault here. They knew about Virtual World 
the error and would have Interactive Movie! 


Sometimes : arcane - . This category-creatin 
something 3 uation quite a lot better g - g 
if they had simply Interactive Movie from 
happens that's ees ola ACCESS Software goes light 
: wit people 
50 goofy that . about the years beyond any other product 
OVER WE didn't Probie. labeled “interactive.” Under a Killing Moon takes you to 
make itup... the streets of post World War III San Francisco and casts you 


into the role of Tex Murphy, Private Investigator, who first 
appeared in Mean Streets, and Martian Memorandum. Under a 
Killing Moon is a Virtual World full of people and places so richly 
detailed you'll feel like you’re actually there. 


Sa A CCESS 4910 W. Amelia Earhart Dr. e : 
= Salt Lake City, UT 84116 Format: 4 CD’s 
5S sorrware incorporateo 1-800-800-4880 for MS-DOS 
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Now Available! Now Available! Now Available! Now Available! Now Available! 


Incidentally, you know that 
Avalon Hill is loving the 
fact that Dr. Nicely 
who found the error is 
the same guy who 


is a PR goldmine just falling into 
their laps. 

If you picked up a copy of 
RadioActive from Sanctuary 
Woods and had a terrible time 


does their —_ installing it, you weren't alone. The 
Paydirt sta- | company has discovered that they 
tistical foot- hada bad run of disks. You can call 

b a |! | — 1-800-943-3664 for a refund or 
game. replacement. This is, in fact, what 

This happened to us—RadioActive was 


scheduled to be reviewed in this 
issue. YOu can expect to see our 
review of this game in the next 
issue. 
sometimes, something hap- 
pens that's so goofy that 
even we didn't make it up. 
Recently on the 
InterNet, a press 
release appeared 
that suggested 
that it was 
from the 


What Reviewers 
are Saying: 
“Lots of games claim to be pushing 


the envelope—Under a Killing Moon 
blows it to smithereens!” 


—William Trotter, PC Entertainment 


“Under a Killing Moon...the most elaborate 
graphic adventure to date. A ground- 


breaking CD adventure!” 


—Joyce Worley, Electronic Games 


Associated Press. The gist of 
the missive was that Microsoft 
was buying the Catholic 
Church for an unknown amount 
of common stock. It was an 
extremely clever story, filled with 
wonderful images, like the return of 
Papal indulgences that, along with 
communion and confession, could 
be done from the privacy of your 
own computer. As amazing as this 
sounds, some people actually 
believed the story. Folks, it isn't 
true, although I’m certain that no 
CGR readers fell prey to this. 
However, there were enough con- 
cerned citizens that both Microsoft 
and AP denied the story. 

An inside source at Konami 
suggests that the giant of the car- 
tridge world may soon be re-enter- 
ing the PC business. The reason for 
this is several fold. First, there is 
suddenly tremendous money to be 
made in the PC industry. Second, 
Konami has a respected and expe- 
rienced staff of designers. Third, 
Konami has the ability to sign great 
licensing deals, something that very 
few computer game companies 

have been successful at. 

The history of Konami in the 
PC market is not a great 
one of late. 
Disenchanted with the 
market and slump- 


ing sales, 
Konami _ left 
the PC, 


pawning 
Ora 


“Under a Killing Moon combines the best elements 
of movies and computer games and creates an amazing 
interactive experience that’s better than either of them. 
It literally pulls you into the screen.” 
—Denny Atkin, Entertainment Editor, Compute 


ey & awe 


} 
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previously released titles on 
GamerTek. This move also cause 
some vaporware legends, most 
notably Champions, since unre- 
leased titles were sent to pasture. 
With the dwindling 16-bit market 
and the level of indecision regarding 
the middle-range — systems, 
Konami's decision to reinvestigate 
the PC is a good one, and their abil- 
ity to score good licenses and carry 
them off well makes this news very 
good for computer gamers. 

Meanwhile, another former heavy- 
weight in the computer gaming 
industry is making a comeback. 
Former MicroProse head hon- 
cho William “Wild Bill” 
Stealey is back after a year off. 
Apparently still in the mood to kick 
butt and take names, Wild Bill is 
starting up where he left off with 
MicroProse. His new company, 
Interactive Magic, plans to 
demo a new helicopter flight simula- 
tion in Las Vegas at CES. 
Personally, I’m a little more interest- 
ed in seeing how MicroProse reacts 
to the old boss’ presence back on 
the simulation block. 

In a deal that was signed basical- 
ly as you read this, IntraCorp and 
subsidiary Capstone have signed 
a massive deal for the rights to 
William Shatner’s TecWar. 
The game will feature a first-person 
engine, although Capstone spokes- 
people are claiming that the game 
will be nothing like Doom (how 
Original!). The ink on this one is not 
quite dry as we speak, but you can 
expect to see some signs of this 
game in the near future, with the 
release probably coming at the end 
of 1995. The game will probably be 

based on the recent television 
movies, and is being made 

with Shatner’s approval, if 
not his input. 
Until next month, 
here's hoping that 
your Pentium 
doesn’t experi- 
ence errors. 
Ciao, one 
and all. 
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Iron Assault 


In the not too distant future, a pow- 
erful corporation gains military and 
economic control of the Earth. By 
deceiving the world that its only 
intention is the betterment of soci- 
ety, the corporation effectively 
masks it real purpose of world dom- 
ination. 

You play a pilot in control of a 
mighty combat robot fighting for a 
freedom force out to defeat the cor- 


Pilot a combat robot and fight 
for freedom. 


poration. Work your way through 
the ranks to earn the esteemed 
position of supreme general and 
lead your forces to victory. 

Technology has given you three 
robots to choose from that you will 
command in different kinds of ter- 
rain. Arm the robot with a variety of 
weapons and plan out your strategy 
before you step into the battle field. 

Play head to head against human 
competitors using Null modem 
Capabilities or do battle with the 
computer Al. 


486SX/33+, VGA, 4MB RAM, 
1xCD-ROM 


PC and compatles 
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1st Quarter, 1995 


Jewels of 
the Oracle 


Puzzles date back for thousands 
of years, and the ones in this game 
look that way. In this pre-Sumerian 
era you can explore the ancient 
Stone halls of the “domain of the 
Oracle,” a 7,000 year-old structure 
in the region of the Fertile Crescent, 
and decipher the puzzles that have 
eternally perplexed mankind. 


From a puzzle first recorded by the 
tutor of Charlemagne to one 
devised by a 4500-year-old 
Mesopotamian tribe, these puzzles 
are nothing less than timeless and 
magical entertainment. 

Developed by Courtland Shake- 
speare, game designer and puzzle 
historian, the game was inspired by 
his research and symbolizes the 
culmination of his studies. 


A game filled with mystical 
puzzles from another time. 


486SX/25+, Windows 3.1; SVGA, 
8MB RAM, 2xCD-ROM 


PC, Mac 
Discis 
Discis 
$09.95 
1st Quarter, 1995 
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Tank Commander 


Domark strikes again with a new 
addition to their Advanced Sim- 
Series. This time they’ve stayed on 
the ground to let you take over the 
controls of four different modern 
tanks: the Abrahms, Leopard, T-72 
and the Challenger. The same 
attention that has been put in their 
products that let you fly through the 


Domark’s developers are grounded in Tank Commander. 


air has not been sacrificed for 
Domark’s having been grounded. 

Those in the know are aware of 
the differences in fuel consumption, 
weaponry, armor and speed poten- 
tial that these vehicles possess. To 
find your way around, there are nine 
extensive maps of different terrain 
ranging from rolling countryside to 
snow-covered arctic fields to help 
you through the 40 missions. 

Paying attention to detail, the 
developers have included texture 
mapping, Gouraud shading, and a 
multitude of polygons to make up 
the shapes. Unlike other tank simu- 
lators, the turret can rotate 360 
degrees and still be independent of 
the direction in which the tank is 
moving. 

If there is another vehicle you'd 
rather control during the fray, take 
the control of a jeep, microlight or a 
motorbike. If you really want more 
than that, take over a whole other 
tank platoon. You better know your 
Strategy, however, because many 
lives will be your responsibility. 

Blast away computer opponents 
or blow up your friend through a ser- 
ial link, modem link, or IPX Network. 
This is one of the first tank simula- 
tors that support multiple players. 


ie all 


486SX/16+, VGA, 4MB RAM, 
1xCD-ROM (optional) 
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Technology 
licensed from 
ld Software, 
| creators of | | 
= /. Wolfenstein™ +« = ~s 
3D. : 


Mass chaos ernie oiien militant terrorists ~ 
‘take over the United Nations Towers, Yo! Ki 
are A member of the nation’s Blite Force. 
Waste away all enemies, from scum=suc 
“ing séwerrats to steroid-pumped ; assassins) 
on. your never eae mi oe to save eg 
hostages, ee” 


_ Simultaneous Use - Fife. away? ny 
‘with the flame-thrower or waste | ; 
a wall with the: rocket gun: | ‘ 


‘Enémies with Ambushing 
Tactics, — ; 


Cinematic Introduction & 2 i Ss 
Cut Scenes. ays 


_AVAILABLE'ON =. 
_ IBM CD-RO 1 AND. XC 
* IBM 3-50 Ks i 
’ eae 
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Program ©1994 IntraCorp, Inc. All Rights Reserved. Wolftenstein is a trademark of Id Software, Inc. All Rights Reserved. Capstone is a sas emark of IntraCorp, Inc. All other trademarks and copyrights acknowledged. 


Apache-Gunship 


Former MicroProse founder, J.W. 
“Wild Bill” Stealey, has planted new 
roots at Interactive Magic, the cre- 
ators of Tornado, to produce a stun- 
ning helicopter flight simulation of 
the McDonnell Douglas AH-64D 
Apache Longbow. 


The AH-64D Apache Longbow 
is one deadly machine. 


High-resolution ground effects will give a real taste of speed. 


This is the first product to take 
advantage of the companies latest 
3-D engine. The product boasts 
unprecedented detail at low altitude 
and game play that spans more 
than three real-world geographic 
areas in Central Europe, the Gulf, 
and East Asia, representing almost 
2 million square miles. The title’s 
full-relief landscape, generated 
through the extensive use of state- 
of-the-art texture mapping and 
Gouraud shading techniques, pro- 
vides high object density and the 
low-level detail that gives the player 
an improved sense of speed. 

With 60 play levels, it is expected 
to appeal to hard-core simulation 
fanatics and newcomers. The 
advanced Al is based on U.S. Army 
activity. Interactive Magic hopes the 
title will set new standards. 


Requirements 


486SX/33+, SVGA, 4-8MB RAM, 
CD-ROM Drive 


Slam City 


“And now, here’s one of the 
starters from your Chicago Bulls!” 
Digital Pictures has not only got 
NBA superstar Scottie Pippin in a 
game, but he also sings a rap tune 
in the intro! 

You won't be playing Scottie on 
the floor of the United Center or 
even the now-defunct Chicago 
Stadium, however. You’ve got him 
on the streets where you get the 
home court advantage. Just 
because he’s in your house doesn't 
mean it'll be easy. 

Scottie doesn’t waste his time 
with scrubs. You first have to beat 
other opponents to gain respect 
points. When you've’ earned 
enough, Scottie will step onto the 
court and show you his stuff. You 
better be prepared! 


Requirements 


486SX/33+, VGA, 4-8MB RAM, 
CD-ROM Drive 
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Poin Learn chess with progressively 


Queentakes-Pawn-check leads to mate 4 ‘ " . ; Se . challenging lessons! 


This position is from my 1959 game with 
the Swise Mester, Shand. | was White 4 
BUT tt was actually my move « not 
Black's! Moving the rook to the marked 
square ~ between the Black Queen and 
Rook - stops both threats 


Facer os qomy of eninye BF 4 : = This is a bas-relief from 
eo ie : the tomb of the ancient 
Hoyou wore Binek what wall you play q z f S ores . >. SS queen Nefertari. Was 
here? Tinnkl titach, bite deci threats * ony EE: Wey , 4 2 pone > - C 
ig: bina, bul the other oy | va - ; m the queen playing some 
HMiry Dack’s beat muve fee ; = a sat | LA | bo * incipient form of chess 
renee coronene ‘ R over 4,000 years ago? 
eae cy * We do not know and 
ee ee oe > probably never will 
Selenne ote ie Baek mone a. sn 4 4 
It has, however, been 
established that the 
earliest known precursor 


Multimedia presentation os)" (UMPIRE WEE Go i icctcn ms tia | Bobby Fischer tools the wor 
depicting key moments bs ™* in the sixth century A.D. | by storm when he | won the 
™ in chess history! INvex CONTENTS <BACK FWD >> EXIT , 
U.S. Chess Championship at 


Test your knowledge and skills against a i the ae sie? one ee and later 
world-class chess engine! 


Commands Levels Opponents Disk 
Pan tae 
Search information | Playerr BFTC Trainer 
Show book moves H'18;82 86:88 8:85:33 
Slide pieces 
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TATERACTIVE LESSONS: 

“More than 300 chess lessons engineered by 
‘Bobby Fischer to teach you chess or improve 
your game. 


WORLD-CLASS CHESS ENGINE: 
Challenge your knowledge at multiple skill levels 
_ Of test yourself by playing out the lessons. 


MULTIMEDIA PRESENTATION: 
A Picture History of Chess features over 
300 photographs and commentary 
describing the game’s most important 
developments. 


FOR EXPERIENCED 
PLAYERS: 
Replay.more than 

Bobby Fischer's greatest 

matches against some of 
the toughest International 
Grandmasters. 


FOR BEGINNERS: 
No knowledge of chess required. 
The program teaches you every- 
thing you need to know! 


INSTRUCTIONAL 
FLEXIBILITY: 


Teachers and coaches can 
generate educational 
chess lessons for their 
Students. 


The vehicle allows you to keep a watch on your back. 


Descent 


Interplay is preparing to jump into 
the pit of first-person perspective 
gaming. But Descent is unlike all of 
the other dogs. 

The setting is the far away planet 
of Pluto where alien invaders have 
taken over a mine from the Post- 
Terran Mining Corporation. In an 
Israeli-made Sysss PyroGX, you 
must pilot it through the twisting, 
turning shafts of the mine to exter- 
minate the alien presence there. 

With little gravity on Pluto, this 
specialized vehicle can literally float 
through the tunnels. This gives the 
player three-dimensional space to 
move around in. The added z-coor- 
dinate gives the game a whole dif- 
ferent element that is like a roller 
coaster ride. 

You can't get too involved in the 
fun, however, because you're not 
alone. There are other creatures 
lurking in the shadows and await 
your visit with heated fireballs and 
other ways to damage your vehicle. 

But he Sysss PyroGX is armed 
well and can find new weaponry 
along the way. If the aliens are not 
your worst opponent then energy 
will be. You need it to keep your 
defenses up to protect you from 
them. 

In each mine is a sensitive control 
center that you must locate and 
destroy with a couple of missiles. 


Once you do that, the real task 
begins. You have a limited amount 
of time to get out of the mine before 
it collapses killing everything inside. 

There is an automap that will help 
you find your way around. Of 
course, a 2-D map wouldn't do too 
much good here. This one can be 
rotated in any way to view the wire- 
frame layout of the mine. 

For a truly out-of-this-world expe- 
rience, Descent will be supported by 
the VFX-1 HMD by Forte 
Technologies and Cybermaxx by 
Victor Maxx VR-Helmets. 


Deep inside a mine shaft can 
be a very eerie place. 


Additionally, the plans for Descent 
are quite different from those nor- 
mally associated with a commercial- 
ly-produced entertainment package. 
Interplay plans to make the initial 
levels of Descent available to the 
general public via shareware, allow- 
ing players to try the game out 
before deciding whether or not to 
buy. 
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9 your a 
marge of the Allies as ay prepare to liberate Europe or lead the 

tt ithless _Axis in its push for global domination. Victory can be yours in the 
rin Africa, the famous tank battles at Kursk, Battle of the Bulge, Battle 


for Normandy and the Fight for Berlin. 


Along the way, assassinate enemy commanders using Special Forces, have 
engineers destroy bridges and lay mines, sabotage supply lines and drop 
_ paratroop units into occupied cities. 


OPERATION Europe From KOEI! With this gang, the world will never be 
the same again! 


@® Relive historical WWII battles in six separate scenarios 


@% Select your commanding officers from a list of historical . a E 
figures that include Patton, Rommel and Montgomery ics 


#6 Sabotage supply lines to enemy cities by bombing bridges lapel el 
% Eliminate enemy commanders using Special Forces units oe 


@% One or two player excitement 


KOEI Games are available for all systems in 


retail outless:nationwidellfyourcan‘tfindthe, “oN Ee er MM 

ate hens ie are lookin nN call us at 

415-348-0500 (9am to 5pm PST). = : 
—  _—o 


Online Support offered on CompuServe: GO VIDPUB, Sect. 4 


KOEI Corporation, 1350 Bayshore Hwy., Suite 540, Burlingame, CA 94010 


Operation Europe is a trademark of KOEI Corporation. Nintendo, Nintendo Entertainment System, Sega, Sega Genesis 


FRTERTOUCRERT STOTER and the official seals are trademarks of Nintendo of America and Sega of America. GENESIS 


Powerhouse 


As the natural resources on Earth 
begin to dwindle, only four mega- 
corporations have control of them. 
They are termed the Powerhouses 
and you play the CEO of one of 
them. 


Negotiate with the local gov- 
ernment to try to get permits. 


Your job, as in any business, is to 
make money and make your 
Powerhouse the leader of the pack. 
The corporation has access to nine 
types of energy generation: oil, coal, 
gas, geothermal, solar, wind, 
nuclear, hydro-electric and 
wave/tidal. To look for these 
sources, you must send survey 
teams to scout for potential energy 
sites around the world, and build a 
network of rigs, refineries, pipelines 
and generators to cover your cur- 
rent and expected customer base. 
In the meantime, you must negoti- 


be re-elected and you don’t want to 
risk losing a good business relation- 
ship with the controlling powers. 

Even if the government is not a 
democracy, they may just throw you 
out nationalizing your assets or 
adjust the terms of your contract in 
their favor. 


the best resource for energy. 


Research into a new forms of har- 
nessing energy and you'll have an 
advantage. But keep in mind that 
certain parts of the world are richer 
in certain kinds of energy than oth- 
ers. The accuracy of your surveys 
will be important in determining 
what you have to offer. 

Powerhouse will also use full- 
motion video to provide news 
reports and glimpses into world 
events, which may or may not per- 
tain to your situation. It is up to you 
to determine what is important and 
what can be ignored. 


Powerhouse 


Attractive SVGA graphs will help you assess the situation. 


ate with governments for drilling 
rights and contracts to supply them 
with electricity, and also research 
technologies to improve your ability 
to provide energy for mankind. 

It's a fine line to walk, and you'll 
have to be careful not to harm the 
environment too much in your 
attempt to maximize your profits. 
Democratic governments need to 


Requirements 


386SX/25+, Windows 3.1, SVGA, 
4MB RAM, 1xCD-ROM 
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Mediations on Turning Eight by 
Lisa Simpson. 


| had a cat named Snowball 
She died! She died! 
Mom said she was sleeping. 
she lied! She lied! 
Why, oh, why is my cat dead? 
Couldn't that Chrysler have hit 
me instead? 


You know when they begin to 
make utilities based on a popular 
television show like The Simpsons 
that utility programs just aren't 
what they used to be. This is exact- 
ly the case with screen savers. 
Once upon a time, screen savers 
were a necessary utility for the 
pragmatic computer user. The 
older monitors could not be turned 
on and left for hours at a time. If 
you did, it was very likely your mon- 
itor would suffer “burn in.” This is 
not the case any more and really 
the “need” for screen savers has 
been dispatched by advancements 
in monitor technology. The more 
interesting part of this evolution is 
how we computer users have 
come to dearly love screen savers. 
It is almost as if screen savers are 
an extension of our individual per- 
sonalities and humor. Maybe it 
goes a little deeper, maybe we 
users are trying to give our com- 
puters a little bit of sentient aware- 
ness made in our own image. 


CGR is going to take a look at the 
latest screen saver releases in a 


two part series. We have gone 
through each and every module of 
each release and we'll tell you what 
they are and what we think. Of 
course, as with something as 
deeply personal as screen savers, 
each person must really decide for 
himself whether they like a screen 
Saver or not. 


After Dark 


Berkeley Systems may be the 
most famous name in screen 
savers. Their After Dark screen 
saver is on (Or was on) just about 
every system that used screen 
savers. They are recognized by 
their Flying Toaster mascot (which 
is also a module). 

Berkeley was found in 1987 on a 
small federal grant to develop soft- 
ware for sight-impaired users. Two 
years later, Berkeley introduced 
After Dark Version 1.0 and it has 
been off and running ever since. By 
1992, Berkeley's annual revenues 
had grown to $18 million dollars 
and was one of the biggest players 
in the $80 million-per-year screen 
saver market. 

Berkeley recently celebrated their 
good fortune by re-releasing their 
entire After Dark collection on CD- 
ROM for Windows. Many of their 
old favorites have modules on the 
disk including the Bad Dog. He 
digs up the desktop and rips icons 
apart. Flying Toasters now feature 
new routines like barrel rolls and 
toast being popped from one toast- 
er to another. Berkeley, though, hit 


Screen Savers: Are 7 i Utlities or 
Are They Entertainment? 


the megahit category with releases 
based on popular television show 
licenses. In 1992 Berkeley 
released Star Trek: The Screen 
saver. Then in 1993 came The 
Disney Collection Screen Saver 
followed by Marvel Comics Screen 
Posters. In May of 1994 they 
released Star Trek Screen Posters, 
but the really big hit was launched 
in August 1994: The Simpsons 
Screen Saver. There are 16mod- 
ules and all are funny, with a cou- 
ple that are downright hilarious. 
The Chalkboard module is fairly 
Straight forward, Bart writes on a 
chalkboard as if he was being pun- 
ished. Grass Skirts is based on the 
episode where Ned and Homer 
have to mow their yards dressed in 
women’s clothes. My two favorites, 
Itchy & Scratchy, use the desktop 
group icons to hide in—you can 
choose your own level of violence. 
The insta-death setting means 
Itchy kills Scratchy very quickly. 
My other favorite is Homer eating 
the desktop. When he gets to a 
group icon, he coughs it back out. 
All in all, it’s pretty witty. An honor- 
able mention goes to the Mr. Burns 
module. There are several 
sequences but in one Mr. Burns 
walks out on the desktop and says 
things like “Get to work.” Oh, there 
is a module which has Lisa's cat 
snowball riding around on an 
angel's cloud. The Simpsons need 
almost 10 Meg on the hard drive. 
Berkeley’s October, 1994 release 
was X-Men. | liked the Beast mod- 


ule best. The desktop becomes the 
danger room and Beast goes 
through his routine. Another mod- 
ule is “Berserk” where Bishop and 
Wolverine proceed to blow up and 
tear up the desktop. It’s the same 
idea for the module X-Men Action. 
All the X-Men randomly pop onto 
the desktop and use their individual 
powers to destroy it utterly. X-Men 
needs 3.3 Meg on the hard drive. 

No doubt one of their more pop- 
ular lines of screen savers are 
those under the Star Trek trade- 
mark. Launched in October 1994, 
the modules are based on 
episodes of Star Trek: TNG. At first 
| wasn’t too impressed with the 
Borg module, but the more | 
watched it the more | liked it. A 
Borg teams enter the desktop with 
a piece of machinery and ultimate- 
ly they make a Borg ship. In other 
words, the Borg assimilate the 
desktop. 

The Encounters module is a 
bridge scene, and you'll occasion- 
ally here Picard and Riker give 
commands. A_ short animated 
sequence taken from an episode 
will begin. Officer's Review is a triv- 
ia quiz and Worfs Weapons has 
Worf teaching Alexander how to 
handle the weapons and in the 
process, has him destroying the 
desktop. My favorite has to be the 
module Data Dances. Taken from 
the episode where Data is taught 
how to dance by Doctor Crusher, 
this module has Data dancing to 
the Cha-Cha, Tap, Rumba and 
more. Watching Data dance, espe- 
cially the tap, was highly amusing. 
Star Trek: TNG Screen Saver 
needs nearly 5 Meg on the hard 
drive. 

Berkeley's screen saver engine 
also contains EcoLogic technology. 
The screen saver engages when 
there is no activity, but EcoLogic 
kicks in after a pre-determined 
length of time and powers down 
the monitor. Almost all of the 
screen savers are around $30. 


Sound Source 
Interactive 


This Westlake Village, CA com- 
pany jumped into the screen saver 
market with Terminator 2: 
Judgment Day late last year. 
Formed in 1988, Sound Source 
bases all of its products on movie 
licenses. (Besides the screen 
savers, they have also produced 
talking utilities based upon movies 
Its newest line of products is inter- 
active storybooks for children, The 
Secret Garden and Black Beauty 
are the first two titles in the series.) 
The T2 title hold several modules 
based on the movie, and any fan 
will like it. | found | like the Skynet 
Clock the best. It is just a techno- 
looking screen with current times 
from around the world. | thought it 
would have been cool if the times 
had been taken from the comput- 
ers clock, but they aren't. The 
Search Mode module is another 
favorite. A Terminator zeros in on 
your icons and analyzes them. 
There are several Arnold audio 
clips included, and each module is 
configurable. 

Sound Source’s latest release is 
The Twilight Zone. This is a much 
more ambitious title than T2. The 
Twilight Zone has real video clips 
of scenes from the classic televi- 
sion show (and some of the better 
known and loved episodes) and 
some clips from the later color- 
casts. The title was produced in 
conjunction with Rod Serling’s 
wife, Carol. 

Other features include hundreds 


Anything is possible. 
1-800-879-PLAY. For IBM-PC & Compatibles. 


© 1994 MicroProse All Rights Reserved. 


effects and Rod Serling’s actual 
monologues. 


Asymetrix 
Entertainment 


This company is basing their 
screen savers on movie licenses 
like Sound Source. Their first title 
was Jurassic Park and it remains 
the second most-popular screen 
saver according to PC Data, who 
tracks software sales. 

The Bellevue, WA company’s 
second and third releases in 1994 
were based upon two popular car- 
toons: The Pink Panther Screen 
Saver Entertainment and The 
Rocky and Bullwinkle Screen 
Saver Show. Both are fine titles. 


of still photographs, original sound 


The Pink Panther program is full 
of modules based on the cartoon 
and the movies. It is hard not to 
love this screen saver. The movie 
clips are a real treat and well pre- 
sented, considering this is a screen 
saver. There are plenty of audio 
clips to assign to system events 
and wallpaper backgrounds as 
well. 

It never ceases to amaze how 
much | still love the Rocky and 
Bullwinkle Show and Asymetrix 
worked hard to bring the cartoon’s 
attitude to the screen saver. If you 
want a rundown on the cartoon’s 
characters, just load up Profiles. 
You'll learn for instance what the 
“J” means in Bullwinkle’s name. Or 


that Boris Badenov calls himself 
the “World’s Greatest Nogoodnik.” 
And Natasha (remember her last 
name?) has a criminal record for 
throwing rocks at Girl Scouts sell- 
ing cookies. By the way, Horse is 
has been active in recent years 
forming the Mr. Ed fan club. Will 
Mr. Bigs identity be finally 
revealed? | liked the Fractured 
Fairy Tales they present, including 
Riding Hoods Anony-mous. There 
are also modules with Mr. Peabody 
and Sherman, Dudley Do-Right 
and Horse and more. 

Asymetrix also launched a title 
called Natural States, which has 
beautifully rendered photographs 
from our more famous parks. They 


do plan on releasing Jurassic Park 
version 2.0 very soon as well. 
Asymetrix’s screen savers need 
about 9 Meg on the hard for a full 
install and cost about $20 for flop- 
py disks and around $40 for CD. 


7th Level 


There is a screen saver that sets 
the standard for all others. It’s from 
7th Level and it is called Monty 
Python’s Desktop Pythonizer. This 
is just one portion of the much larg- 
er package under the title Monty 
Python: A Complete Waste of 
Time. | dearly love this program. 
Get Waste of Time, but if you 
choose not to, you can get just the 
screen saver portion. 

You will be able to transform your 
computer into gobs of Spam, 
policemen, Spam, chickens, Spam 
and much, much more. 7th Level 
has created the best screen saver 
package to date. There are noisy 
bits from the show you can assign 
to system events and the screen 
saver modules are interactive. 

Michael Palin says, “This is no 
way for grown people to be spend- 
ing their time.” John Cleese was 
heard saying, “I haven't the time to 
think up funny things to say on the 
back of...HOW MUCH? Oh, right. | 
see. Well, it’s brilliant. | urge you to 
buy it. No one in his right mind can 
do without it. Get it now, and lot’s of 
it. Whatever it is.” 

| couldn’t have said it any better 
myself. -Steven Greenlee 


Next month, CGR talks with the 
designer of Sony’s Playboy Screen 
Saver and we finish our discussion 
on the latest screen savers. 
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“One fine Spring day the Emperor dreve gut in his 
Royal Beadeter to curvey dis hingdem . Tee owindiers 
watched him from the cheiter of some bushes 
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. Byte by Byte a new y style of music is being built 
out of the depths of the computer by the new 


t is true that computer sound tech- 


: computer advancements, 


u _ cyberbards. 


a tion: and some say it may be the first real. 
~ evolution since Bell’s phonograph (which _ 
oe _ ultimately led to the ability to manipulate - 
SiC arrangements). 

_ though, composers do not ‘necessarily 


- The Bits end mien 
— of Making Computer Music : 
— Itis an evolution in musical composi- 


Even 


a = one half technician. 


“Personally,” says Mike Land, one ‘of a 
oe the most respected game composers — _ 
working: today, “| think that one of the — 
biggest challenges is to get over the | 
technical stuff so that the aesthetic = 
_ issues are really what you’ re working 
toward.” Land, head of music and sound _ 
for LucasArts, says he longs for the day 

_ when making music for a computer — 
_ game is purely a creative endeavor and — 


~ will have shed the necessity of being a 


computer expert. 

Just what is that technical stuff? 
Anyone with a sound card (or who has 
been shopping for one) knows. It’s FM, 


MIDI, OPL3, OPL4, Wave Tables, Sound 


Canvas, MPU401, Compatibles, 8 Voice, 
16 Voice, Drivers, Orchestral Quality, 8 
bit, 16 bit, Streaming, Yellow Book Audio, 
Red Book Audio, Bandwidth and on and 
on. It is the hard- and software of making 
sound come out of your computer. 


“nology” has lagged behind other 
but 
that’s changing. There have been 
: _ improvements in getting your com- 
: puter to sound better and more real. This 
is due in large part to the little-known Cir- 
cle of music composers and sound 
effects people working diligently to bring” 
-_ music and sound up to the same level as — 
_ graphics. They are a new N breed: they are . 


now, 


) _ minstrels of the technological age—Cyberbards 


What all this means is what you hear 


on your sound card will sound different on 
~ another sound card. This condition exists 
_ because computer sound technology is in 
flux. This became apparent to one of the 
_ industry’s more successful freelancers, 
_ George Sanger, after he wrote the music 
_ for The 7th Guest. Sanger, better known 
as The Fat Man, says he wrote the first 
general MIDI game music for The 7th — 
Guest knowing there was not the sound © 
card market to support his score. At the 
time he wrote the score, there was only 
one general MIDI sound module, the 
_ Sound Canvas. “So, | started getting calls — 
from [people] who wanted me to endorse | 
their g general wave table MIDI cards and | 
thought, ‘this is. great—it’s finally starting 
to happen’. But | started listening to my 
_ 7th Guest music on them and | found that 


[some cards] would be missing entire 


: passages. Or there would be a great vio- 
1S - need to know the physics of how sound e fin line i in their somewhere and it wouldn’t 
___ Sticks to magnetic tapes in order to com- 
pose. On the other hand, ‘computer - 
music composers do need to know how 
_ the computer works in order to compose. _ 
ae ‘Computer composers are one ° half ea _ 


come out. Or the tympani was drowning 
~ everything. g Sanger says it wasn’t the 
- fault of the hardware manufacture. “T hey 
were aiigontly folowing the spec,” he 


jerspaceys Sis 1 


says. “There just wasn’t anything in the 
spec to tell them how loud to make each 
of the instruments compared to each 


other or how quickly an instrument should 


attack.” 

It all starts with the term MIDI. That 
stands for Musical Instrument Digital 
Interface. MIDI files are built like all com- 
puter files. This process turns a sound 
command into binary language. The bina- 
ry language is 1s (ones) and Os (zeros) — 


on and off. The bit (short for binary digit) 


is the designation of the basic storage 
unit used by a computer. The amount of 
memory needed to store one character is 


_ 8 bits, commonly referred to as a byte. 


Not the music and sounds themselves, 


_ but the commands to generate the sound - : 


is what is stored on the sound card. 


_ General MIDI uses a pre-set keymap of 


47 drum sounds, 128 other musical 


‘sounds and set levels of output and 


blend. However, each sound card is free 


to re-produce those sounds according to 
_ its own unique standard. This is unlike 


compact disks, where the music is actu- 


ally stored on the disk. _ 


Keith Arems is Director of music and sound effects at virgin 


interactive. 
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The Fat Man says he and his group of 
_ three composers (called Team Fat) are 


trying to establish a standard which all 
sound cards will be based on. He also - 
mentions that he has become the head ~ 
of a working group for the Interactive 
Audio Sig of the MIDI Manufacturer's _ 
Association (MMA). He says, “We start- 
ed a company called Fat Labs that offers 
a testing service to hardware manufac- _ 
turers. What we do is test the relative — 
: volume of instruments against the rela- 
tive volumes that appear on the Roland © 
Sound Canvas, which is where ae 


body is writing their music.” 


As the drive to produce a standard in 


sound cards continues at a breakneck 


speed, the musical composer is seeing 
an evolution in the way they practice the 


art. Since music making is coalescing in 
multimedia programming, musical com- 


position now needs another language 


rather notes to make a melody. 


The CyberBards 


lt has been suggested that the evolu- 
tion of music on and for the computer is 
equivalent to a medieval bard‘s craft 
being forever changed by Alexander 
Graham Bell's phonograph. LucasArts’ 
Mike Land is very humble about that 
suggestion. He says with music being so 
old (some scientists believe music 
predates human speech) that it’s hard to 
qualify this new “style” of composition so 
dramatically. Others, like The Fat Man, 
agree. 

“Oh yeah,” Sanger says. “I think | have 
to see it like that. | see as it as a huge, 
limitless field that didn’t exist when | 
started working and has_ suddenly 
become a very viable industry. | see it as 
a huge leap forward.” Sanger believes 
the most noticeable leap is from the early 
days game scores were music without 
emotion because of the limitation of the 
hardware. That has changed according 
to Sanger because, regardiess of the 
floating standards, there is hardware to 
support lush compositions that can be 
as emotional as a film score. 

-Virgin’s music director is Mike Arems 
and he, too believes music is at a turning 
EL point. He also says in order to be a good 
game music composer you have to know 


how to use the tools) available to you. | 
According to Arems, there was a time in 
this industry when anyone with a key- has to. have some technical knowledge an 
many | others. — 
The music. bell written to boos: our 
‘emotions have todo the job, in many _ 
instances, in just a matter of seconds. __ 
Mike Land says interactivity | is whatsets 


board could compose a score for a video 


game cartridge. He says in those’ days 


“You could take a very cheesy micro- 


phone, anything you want, and hook it up 


to your PC and do a digital audio sam- 
ple.” Because of hardware’s very limited 
reproduction capabilities (6 voice 
polyphony and a very narrow bandwidth) 
it didn’t make any difference if you had 
recorded it in a professional studio with 


a hobby in the garage. 
bons case anymore. 

actually came into this - : 
industry,” he says, “is 
because of where the : 
| technology is at. If we 
development or we still _ 


- sound cards or in the 


-Cihak of Studio E in 


experienced  musi- 
cians or composed as 


Arems says that is not 


“The only reason | 


were still in cartridge 
limited to the sounds in | 


unit, | probably would- 
n't be doing this.” 

_ That sentiment is 
supported by Mike 


Chicago. He started off 
being a musician and 
allowing his music to be programmed 
into the game by the programmers, but 
he realized in order to master computer 
music he had to master the computer as 
well. “Computer skills,” he says, “are 
what allows you to maximize everything 
you can.” Cihak comments that these 
skills allow a composer to create music 
beyond the limitations of General MIDI. 
He cites an example of good music that 
could have been better. “X-Wing every- 
body will probably agree, is very, very 
very good music. It's a John Williams 
score and if you have a Roland card it 
comes blasting out and sounds really, 
really awesome. The only criticism | 
would have of that is that they stayed 
within the domain of what is general 
MIDI. They stayed within that—-now the 
Roland card has nine percussion sets, 
one of which is an.orchestral percussion 
set that you can get to, not very conve- 
niently, through the parameters of gener- 
al MIDI. Had they strayed from general 
MIDI and gone a little deeper into the 
technology they could have gotten into 
the orchestral percussion and made the 
music a little bit better.” 

41-year-old Eric Heberling has = 


musician since he was 15 years old. It’s 
only been in the last few years he has 
been writing game scores though. He 
sees the difference in traditional com- 
posing and composing on the computer 
as well. “The person writing for games 

does have to be computer literate and 


| as well as a musical background. So, itis 
a different set of tools than maybe the 
older school of film composers or even — 
the younger school of film composers _ 
~ They’re using sequencers at least 
.build arrangements on and then © 
— go into the studio with the live 


musicians. They'll go the extra step for a 
movie and hire a 100-piece orchestra 
and so on. I’m not sure that’s happening 


Mike Cihak — Director of Audio — for 
Studio E of Chicago. 


yet in the computer industry. It’s pretty 
much all in software.” 

Heberling, whose works include Al 
Qadim, Arena: The Elder Scrolls, 
Superhero League of Hoboken, Under A 
Killing Moon and Zephyr among others, 
when asked about the creation of new 
types of music for the computer, says “I 
do think that’s true because it has to be 
written differently now.” 

The language being used to create 
game music is different than what has 
ever been used before and the tools are 
different. It would hold that it’s a different 
kind of music being composed by the 
new cyberbards and now they have a 
name to go along with it: Interactive 
Compositions. 


The Big Boost 


“Music is born of emotion’—Confucius 

“We can create an emotion with music 
and that will be associated with whatev- 
er itis you’re seeing, says The Fat Man, 
continuing by suggesting that the emo- 
tion of music is vague, but becomes 
more specific after you intellectually 
analyze the graphics you're seeing or 
the text you’re reading. “At any point in 
the game where you're supposed to be 


- feeling an emotion we give it the big 
boost. That’s our job as musicians. 
_ That's our gig, that’s what we do. We are 

-emotionmeisters and emotion is immer- 

_ sion.” Sanger has boosted our emotions 

_ with scores for Wing Commander & WC 

A Ultima Underworld, Master of Orion ag . 


game composing apart from any other _ 
‘method of composition. - 
the challenges by saying this. At any _ 


given moment, you don’t know whether | 
the music that's playing is going to have 


“| can sum up © 


hith 
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to continue for another 15 minutes or 
whether it’s suddenly going to have to 
change in two seconds.” Land says the 
big challenge in the industry that’s differ- 


ent from film and TV is “to deal with that 


question.” 

That’s a question Eve Heberling, Mike 
Cihak and The Fat Man ail have on their 
minds. Says Heberling, “I don’t think 
anything in the past has been written 
where you had to think about a loop 
before. So the better you can make it 
work interactively. . .unfortunately, right 


now if the user does something it’s up to. 
the programmer usually just to fade out — 


the music and so on.” 


Land says his company has developed 


a system to make seamless transitions 
in music a reality. He calls it IMUSE— 
Interactive Music and Sound Effects. 
“It's a technology that allows us to write 
music that’s non-linear in its conception 
so that the pieces of music are struc- 
tured in such a way that there are differ- 
ent areas of the music that interconnect 
in different ways. The game as it’s being 
played in real time by the player, con- 
trols where the music is and where it’s 
going at any given moment in response 
to the player’s action.” 

The presentation is different and the 
rules to make game music is different, 
but among the composers we talked 
with, the creative spark to give birth to a 
new melody is the same as it was ten 
and ten thousand years ago. Mike Cihak 
says when he wants to write a piece 
that’s sad that he has to “dig” deep 
inside his emotions to find the melody. 
The melody in his head then migrates to 
his computer software, where he starts 
writing the piece. That’s composition, he 
says. “It used to be limited by the tech: 
nology. You, just couldn't mak@.it Better 
mean, wh@n you |have, just an) 8) bit 
Sound Blaster and| FM it’s like composi- 
tion is your Only tools NOoW.we have all 
this great-sounding hardware. But right 


now a lot of people [composers] are out - 


there just kind of throwing some stuff 
[music] up and people [gamers] are 
going ‘wow’ and they’re really amazed 
more at the technology, like ‘this sounds 
really, good’ in terms of ldSAneSss Of the 
sonic} picture. But, it's) the! people rthat 


have [been at it a while longer in| the: 
interactive media particularly, that have} 
been working at creating musi¢ when all 
you had was composition. So you take 


the solid composition and slap it’on to 


the technology and that’s where the © 


really really good music comes from 
these days.” 

The Fat Man puts it this way. “[The] 
first step is to write something that is 
really, really moving that stands along- 
side the really cool movie scores.” 

The quality of music has improved dra- 


The Fat Nan (uncer cowboy hat) with Team Fut somewhere in Texas : 
on Ranche Ei Gerdec. 


matically, especially in the past year. 
Land believes the general quality of 
game music is equal to that being pro- 
duced for television. Still, game com- 
posers do not think they are getting the 
respect from their peers or gamers that 
their hard work is due. That is changing 
as fast as the hardware and software, 
however. 


Volti Subito 

In comparing technological races, the 
computer advancements have been 
faster and more astounding than just 
about arly other. Mike Land notes that 
film)|has taken decades |to make its 
advancements, while the computer has 
made compatable leaps,in just a year’s 
time. What then will the) next twelve 
monins hold for advaneements in com- 
puter audio? 

Consider first what kinds \of musical 
styles will become the game standard. 
Land believes two trends are develop- 
ing in game compositions. One, he 
says, 


they start cross-fertilizing each other. 
You start having things that are more 
cinematic but have kind of a game-ish 
sound to them, or things that are down- 
right game-ish but bring in more film 
production standards. So, | think there 
could be quite a interesting new domain 
that ends up resulting from all this.” 


is to continue the evolution of © 
Nintendo music, which is heavily repeti- 
tious and “groove” oriented with “catchy 
little interesting little patterns.” The other — 
form is attempting to work with the same _ 
approaches, idioms;and materials as 
‘film afd television, “It tends to be the — 
' @ase \that they have existed fairly sepa- _ 
- fately Up|until now, and it would be quite — 

_ Intefesting to see what would happen as — 


‘Paisley : 
Koppelman to Mig@ke music for games. 
Collectively, fi@S@ Musicians are — 


‘responsible for 1) Top fen dance and _— 


The Fat Man believes the next ee in 
sound technology is not really a leap but 
a step. “. . .and that is that we have a 
whole lot of real good sounding general 
MIDI wave table cards out there. It 
doesn’t matter how good they are until 
the notes are going to get played. So, 
the first thing is we need a real compat- 
ibility in general MIDI wave tables. It’s a 
small step but that’s got to be con- 
quered because if we don’t, everything 
is going to shatter and split—general 
MIDI is not going |te work.” 

Another thing we alliishould see hap- 
pening in the m@xt few months is the 
explosion of musicians jumping on the 
game composing Bandwagon. This 
influx of creativé talent iS Suse to present 
an interesting \Wanety Gf melodies and 
tunes. It will INCluge Big name come 
posers such aS Eliman, Copeland rand 
Williams. The fecent Big Hames, to have 
made the jump into Game music are hot 
from the techno music dance floor. 
Members of the bands of Psykosonik 
and Information Society have formed 
the Power of Seven Music and F/X. 


_ Psykosonik musicians Paul ‘Sebastien, 
Daniel Lenz, 


Michael Mayhem and 


Theocentric Universe join Information 


Society lead singer Kum Farland and 
Park producer Michael 


pop charts hits. Their firstgigisdoingan _ 


upcoming Raven | Software title, H 
Raven Software developed St 
caster and now holds licer 
Software’s Doom engin 
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Interactive Movies, .. 


The last year saw the boom of the 
CD-ROM industry. A year ago, 
games were mainly disk-based, 
with the occasional CD-ROM title 
thrown in for good measure. Now, 
the trend has reversed, and virtually 
everything is being released on CD- 
ROM. CD-ROM drives are now 
standard equipment on PCs and 
Macs. With that in mind, CGR offers 
its opinions for the best games of 
1994, the year that was. 


Game of the 
Year 


X-Com by 


MicroProse 
Frankly, there wasn’t much of a 


question here. Normally, we don't 
have a far and away winner on a 
game of the year, since the review- 
ers and staff can never come to an 
agreement on a game. This year, 
however, X-Com was undoubtedly 
the best game to come across our 
collective desk. The interface was 
nearly flawless, the tension palpa- 
ble, the game play brilliant, the 
engine transparent. To top | 


t all off, 


a0 


X-Com’s turn-based engine could be the best ever made. 


the plot was inventive and entertain- 
ing and actually managed to provide 
a sense of Suspense and wonder as 
the origin of the aliens was slowly 
revealed. Truly, this was a game 
that had it all. 


Simulation 
of the Year 


1) Wing Commander 
Ill by Origin 
2) TIE Fighter by LucasArts 
3) U-Boat by Deadly Games 
The release of Wing Commander 
Il was one that gamers everywhere 
were waiting for with baited breath. 
Did it live up to its promise? Would it 
be as good as the hype? Had Origin 
bitten off more than it could chew? 
As the game was delayed, the ten- 
sion built. How good would it be? 
The answer is that Wing Com- 
mander Ill is the most seamlessly 
brilliant example of the nebulous 
“Interactive Movie” genre on the one 
hand, and an excellent space opera 
on the other. Wing Commander |II 
draws you in and doesn't let go of 
you. Great acting, great video, great 


\iige acy of 1994; CD-ROM and 


Wing Commander III has truly 
incredible video. 


game play. It wasn’t really that hard 
of a decision. The Postage Due sec- 
tion should be interesting for the 
next few months! 

TIE Fighter built on the mythos 
already established by X-Wing and 
did much to improve the accessibili- 
ty of the game. A difficulty setting, 
different goal structures and shorter 
tours of duty that reflected the reali- 
ty of flying as a part of a massive 
force made it a pseudo-sequel wor- 
thy of its predecessor. U-Boat from 
Deadly Games did what few other 
games do well. It captured the 
claustrophobic feel of living and 
dying on a submarine. When the 
depth charges started falling, the 
player started getting nervous. 


Action Game 
of the Year 


1) Doom II by id 
2) Magic Carpet by 
Electronic Arts 
3) Doom by id 
If we told you that the vote for 
Doom II was unanimous, would you 
be surprised? While Doom (and 
we'll get to that in a moment) was a 
great game, Doom II went far 
beyond. The levels were more dia- 
bolical in design and more inventive 
in decor. Not only did Doom II play 
like a million bucks, it looked like it 
and challenged like it, too. It is, to 


Doom Il. Level 17. Hordes of 
critters. Fun for everyone. 


date, probably the consummate 
action game made even more bril- 
liant by two important factors. First, 
for the dedicated player, it is less 
action than it is strategy. Second, 
the level designs of Sandy Petersen 
are truly incredible. 

Magic Carpet, as you no doubt 
gathered from our cover and our 
review in this issue, is quite the 
game. In some sense, it’s a Doom 
homage, but in others it's a whole 
new game, and the number and dif- 
ficulty of the levels means that 
gamers will get their money’s worth. 
The original Doom, the game that 
Started an entire genre of entertain- 
ment, did more to wake people up to 
the computer as a means of enter- 
tainment than any three other 
games combined since Tetris. 


Adventure 
Game of the 


Year 


1) Gabriel Knight: 
sins of the Fathers 
by Sierra On-Line 

2) Superhero League of 
Hoboken by Legend 

3) Kyrandia 3 by Virgin 
Like Doom II, Gabriel Knight was 

a unanimous decision. What it did, 

in no small measure, was show the 

way for other game designers to 
create intelligent games for adults. 

Gabriel Knight was not a game for 

the younger crowd; it featured adult 

themes that the squeamish might 
balk at, but GK:SotF managed to do 
so without becoming overly mired in 
gore or sex. Tack on a great plot 
and tremendous voice work by Tim 
Curry and you have a game that 
dragged you in until you finished. 
Superhero League of Hoboken fits 
into this category only partially. 

More than other adventure games 

and other Legend games, SLoH 

had elements of role-playing, since 


Gabriel Knight: an adult plot 
for a mature audience. 


your party grew in power and skills. 
At its core, however, SLoH is an 
adventure game where you need to 
find objects and use them in the cor- 
rect manner to move on to the next 
puzzle. It was funny, both in the 
broader sense and in very subtle 
ways, had a great interface and was 
a joy to play. What more needs be 
said? 

Kyrandia Book 3: Malcom’s Re- 
venge was something different for 
the adventure gamer. Not only did 
you get to play the bad guy, you 
also had a plot that was flexible 
enough to be somewhat non-linear 
and offer several different possible 
solutions. Throw in the laugh track, 
incredible graphics and wonderful 
introduction, and you have one of 
the best games of the year. 


Role-Playing 
Game of the 


1) The Elder Scrolls: 
Arena by Bethesda 


2) Wolf by Sanctuary Woods 
3) Realms of Arkania: Star 
Trail by Sir-tech Software 
In what turned out to be a fairly 
limited category in 1994, Arena was 
by far the class of the division. All it 
did was take the first-person per- 
spective role-playing style and bring 
it to the next level. It enabled the 
player to walk everywhere and com- 
pletely interact with the world of the 
game—a level of reality certainly 
above anything and everything 


Arena’s first-person graphics 
set a new Standard. 


available to date. And, while Arena 
had a plot, you weren't tied to it by 
any means. Arena offered an 
unprecedented level of verisimili- 
tude that has yet to be duplicated or 
topped in the gaming world. 

Wolf, originally a Disney Software 
product, was picked up by 
Sanctuary Woods, much to the 
delight of gamers everywhere. 
Something different in a genre 
where the standard plot is kill-the- 
evil-wizard-and-save-the-kingdom- 
and-princess, Wolf put players into 
the role of a real wolf simply trying 
to survive and raise a family. Where 
many RPGs are stale, Wolf was 
refreshingly earnest in its desire to 
be different. 

For the dedicated computer role- 
player, little can duplicate the thrill of 
seeing another Realms of Arkania 
title released. Few games ade- 
quately capture the feel of pen-and- 
paper role-playing like the ROA 
series. Star Trail continues this tra- 
dition, offering dedicated RPG play- 
ers a highly detailed world of magic 
and mystery where decisions made 
carry real weight. 


Empire Building 


1) Master of Magic 
by MicroProse 
2) Colonization by MicroProse 
3) Lords of the Realm by 
Impressions 
All that SimTex did when they cre- 
ated Master of Magic was develop a 
game of such depth that a gamer 


Not just anyone can be the Master of Magic. 


playing on a moderate or hard level 
of difficulty could play the game 100 
times and never try the same com- 
bination of wizard abilities and racial 
characteristics. MoM gave players a 
full world to explore and recreate in 
their own image. Dozens of spell 
possibilities and options made each 
game different, and each combina- 
tion of choices the player makes at 
the start of the game have real and 
significant effects on the course the 
player takes to eventual success or 
failure. What is more, Master of 
Magic featured the quintessential 
help feature whereby the player, by 
right-clicking anywhere on_ the 
screen, will get information about 
what he or she clicked on. As all 
builders should, Master of Magic 
required that the player do more 
than simply create a strong military. 

Colonization was released by 
MicroProse at almost the exact 
same time as Master of Magic, 
causing untold consternation 
among strategy gamers, no doubt. 
A semi-sequel to Civilization, this 
game challenged the player to 
establish a colony in the New World 
and eventually to break free from 
the yoke of imperialism and create a 
land much like the ideal of the 
United States. 

Lords of the Realm provided a 
glimpse of feudal England that, 
unlike many games that offer the 
same time period, required the play- 
er to do more than simply march 
their armies around. Management 
of the infrastructure of your kingdom 
was important, and ultimately, it 
wasnt the one who had the most 
land but the one who got the most 
from his land that proved victorious. 


rae fable to the Pu 


Strategy Game 
of the Year 


1) Merchant Prince 
by QQ@P 
2) Kingmaker by Avalon Hill 
3) Millennium Auction by 
Eidolon 

QQP’s Merchant Prince just 
missed making it into last year's 
wrap-up for 1993. While it can be a 
bit more difficult to remember the 
games you were playing 12 months 
ago when so many come through 
the office door, there was no trouble 
recalling Merchant Prince. The main 
reason, of course, is that we are still 
playing the game. Merchant Prince 
provided players with a look at 
Europe in the 14th and 15th century 
where money and influence was all 
that mattered. Military might wasn't 
important, getting the right person to 
assassinate the Pope at the right 
time so you could step in and take 
over was. It was and is a fascinating 
blend of skill and luck. 


“VIRTUAL UTOPIA!” 


Marc Dultz, STRATEGY PLUS 


Venice in ihe springtime can’t 
compare to Merchant Prince. 


Kingmaker was one of Avalon 
Hill's first games and remains an 
impressive strategy contest. The 
idea was a simple one—your task Is 
to be in control of the person 
crowned king of England by killing 
the other heirs to the throne. Set 
against the backdrop of the War of 
the Roses, Kingmaker relied less on 
military might than it did on intrigue 
and on empire management not at 
all. Kingmaker was and Is virtually 
pure strategy, with a little luck 
thrown in for good measure. 

While Eidolon’s Millennium 
Auction had more of an element of 
luck than most traditional strategy 
titles, this game required players to 
think in very strategic terms about 
how to spend the little money they 


start with (relatively speaking) to 
parlay it into a massive fortune. As 
with the real art world, you had to 
take some chances, but the intelli- 
gent player who set a specific goal 
and then set out to achieve it was 
usually the winner after the third 
round of bidding. 


Military Sim 
of the Year 


1) Panzer General 

by SSI 
2) lron Cross by New World 

Computing 
3) (tied) Harpoon Il by 

Three-Sixty Pacific 

and 

Wargame Construction Set 
ll: Tanks! by SSI 

While it might make the average 
person a little squeamish to root 
heavily for the Nazis in anything, 
Panzer General will certainly make 
a good case for doing so for the die- 
hard historical simulation fan. In 
fact, this game brings up a very 


“A DOUBLE MUST-HAVE. 
Anyone who plays computer 
games will want this 
AMAZING CHAIR!” 
Marc Spiwak 
POPULAR ELECTRONICS 


“I could actually FEEL the 
punch of the afterburner!” 
Ed Dille, ELECTRONIC GAMES 


HOW IT WORKS 


A 100 watt subwoofer built into the base generates 
low frequency sound that resonates through the 


wave chamber hidden inside the chair. Thus you not 
only hear but FEEL your simulation. Paired with your 
amplifier, the ThunderSeat makes your favorite flight 
sim as realistic as it can be without a motion 
simulator! 


OPTIONAL SIDE CONSOLES 
put your favorite joystick controls and mouse at a 
convenient position. Add a keyboard holder and 
you have the perfect setup for both flight 
simulation and office work. 


For a FREE CATALOGUE CALL 


1° 800 ¢ 8-THUNDER 


ThunderSeat Technologies 
6330 Arizona Circle ¢ Los Angeles, CA 90045 
310 © 410-0022 FAX: 310 e 410-1569 
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COMPUTER 
GAME 
REVIEW 


important question aside from the 
moral issues engendered by playing 
as the silicon bad guy: Why don’t all 
military simulations look this good? 
Beyond the crisp graphics so rare 
for a military sim, Panzer General 
provided the simulation buff with 
compelling scenarios and much to 
play for, since proper management 
would eventually enable the 
German Wehrmacht to invade the 
good ol’ U.S. of A. Throw caution 
and moral qualms to the wind and 
play this one. They don’t come 
much better than this. 

lron Cross offered a different sort 
of look at WWII. In this game, the 
scenarios were the real thing, but 
the forces you led into battle 
changed depending on the strategy 
you wished to use. Using a set num- 
ber of points depending on the side 
you chose and the scenario you 
selected, you picked the armor, 
infantry and artillery you wanted and 
where you wanted it placed. Then, 
you were required to fulfill the task 
at hand with what you selected. 
While there were only 12 basic sce- 
narios, the random scenario creator 
gave the game unlimited replayabil- 
ity. 

Tied for third were Harpoon II and 
Wargame Construction Set: Tanks! 
Harpoon Il offered an_ excellent 
update and retooling of the classic 
military simulation. While still provid- 
ing the depth of play and accuracy 
that Harpoon lovers came to expect, 
Harpoon Il, due to its excellent inter- 
face design, was accessible to the 
novice as well. Tanks! is also acces- 
sible to anyone with a simple inter- 
face that belies the difficulty of play- 
ing the game well. Constructing a 
new scenario is simplicity itself, and 


many wargame afficionados will 
appreciate the ability to throw tanks 
of different eras against each other. 


Puzzle Game 
of the Year 


1) The Incredible 
Machine 2 by 
Dynamix 

2) Oxyd! magnum by 
Dongleware 

3) JigSoft by Eclectek 
They say that three is a charm, 

and this is the third year in a row 
that a game from the Incredible 
Machine series has taken the top 
spot in this category. Like its prede- 
cessors, TIM2 provided a number of 
puzzles of varying levels of difficulty 
that had interesting and often amus- 
ing solutions. One of the great 
things about TIM2, though, was that 
the puzzle solutions were not 
unique—each one had a “suggest- 
ed” solution as well as a number of 
different ways that a desperate 
player could figure out. We huddled 
around the computer until we fin- 
ished this one, and we did it, might 
we add, before Sierra’s own tech 
support staff. 

Oxyd is still a classic of puzzle 
games in that it requires a steady 
hand and good coordination as well 
as the ability to think on your toes. 
Oxyd! magnum simply took the 
basics of Oxyd and presented them 
in anew package that, if you weren't 
careful would keep you staring at 
your monitor, painstakingly twitch- 
ing the mouse for “just one more 
puzzle.” It did that to us, anyway. 


Take the Wehrmacht across the world in Panzer General. 


The Incredible Machine 
offered incredible playability. 


JigSoft took a basic idea; jigsaw 
puzzles, and put them on the com- 
puter nearly flawlessly. The benefit, 
of course, is that you never lose a 
piece if they don’t have a table to fall 
off of. While the number of pieces 
never got too high, the challenge 
remained, and the ability to import 
your own pictures means puzzle 
lovers will never run out of things to 
solve. 


Sports Game 
of the Year 


1) NASCAR Racing 
by Papyrus 
2) Front Page Sports: 
Baseball by Dynamix 
3) IndyCar Racing by 
Papyrus 
If the object of a sports simulation 
was to look as close to the real thing 
as possible, NASCAR Racing would 
be almost perfect. As it stands, 
NASCAR is almost perfect anyway. 
Somewhat easier for the novice to 
understand than its predecessor 
IndyCar Racing, NASCAR also 
offers itself as the ultimate chal- 
lenge for the real die-hard racing 
fan. You can just take the car out 
and race it if you like, but the real 
enthusiast will want more, and 
there’s more here. Every detail of 
the car can be tooled with and 
tweaked to deliver maximum perfor- 
mance for each of the included 
tracks. With a steering wheel and 
gas pedal combination, you can't 
get closer to the real thing without 
being a member of a pit crew. 
Front Page Sports: Baseball took 
the idea of a statistical simulation 
and did something a little more than 
just give the players what they want. 
FPS: Baseball went as far with stats 
as it could, giving the user such 
details as a player's chance of get- 
ting a hit in late inning situations in 
an away game in a dome. Couple 
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COMPUTER 
GAME 
REVIEW 


NASCAR is not television, but an incredible simulation. 


this with some of the most attractive 
graphics around and you have a 
game that has a permanent place 
on our hard drive. The managerial 
functions give the player complete 
control over the game, and if he or 
she wants to take an at-bat, it’s sim- 
ple and easy to do. 

IndyCar Racing, until the release 
of NASCAR Racing, was the most 
attractive and accurate racing simu- 
lation on the market. Designed for 
the true fan of racing, IndyCar accu- 
rately modeled every aspect of a 
top-performance vehicle and gave 
players the chance to race them 
over a number of different, realistic 
tracks. 


Infotainment 
of the Year 


1) Star Trek: The 
Next Generation 
Technical Manual by 


Simon and Schuster 
2) 3D Home Architect by 
Broderbund 
3) A Brief History of Time 
by Creative Labs 
Even for the non-Trek fan, the 
Interactive Technical Manual was a 
sight to behold. It allows the user to 


Journey where no computer 
has gone before! 


do virtually anything within the con- 
text of the Enterprise. It contains 
some wonderful footage and crisp 
video along with excellent narration. 
For products of this vein, a new 
standard has been set. 

Broderbund’s 3D Home Architect 
allows the user to simulate the cre- 
ation of his or her dream home with- 
out hammering a nail. Creating 
walls, floors and more is simple for 
even a computer novice, and each 
area can be viewed from any differ- 
ent location and angle. 

The Creative Labs version of 
Stephen Hawking’s A Brief History 
of Time gave users a Closer look at 
what’s going on inside the mind of 
the great man and offers new 
insights into the creation of our uni- 
verse. 


Edutainment 
of the Year 


1) Reading Journey 
by The Learning Co. 
2) The Living Books Series 
by Broderbund 
3) Richard Scarry Best/ 
Busiest Town Ever by 
Activision 
The grand majority of the software 
geared toward a younger audience 
is educational in nature, and almost 
all of it tries to steer itself away from 
the label, at least as far as present- 
ing it to the kids. Little does that bet- 
ter than Reading Journey. Using the 
established Reader Rabbit series, 
Reading Journey adapts real school 
curriculum and makes it fun for 
younger gamers. 


Kids don’t realize Reading 
Journey is educational. 


Braderbund’s series of Living 
Books titles taken as a whole, is an 
impressive piece of work. 
Individually, each is a wonderful 
blend of artistic creation and enter- 
taining story with interactivity thrown 
in. Taken as a whole, the series of 
titles has proven itself to be one of 
the most interesting and enduring 
areas of children’s entertainment 
software. 

Activision took the works of the 
late Richard Scarry and created 
both the Busiest Town Ever and the 
Best Town Ever from them. Both 
were very accurate to Scarry’s 
work, and both provided kids with a 
large area filled with interactive 
events to explore. 


Hardware 
of the Year 


1) Vivid 3D by 
NuReality 
2) F-16 Flight Control by 
ThrustMaster 
3) Kelvin 64 by Orchid 
Technology 
When we get taken by surprise, 
we admit it, and the Vivid 3D took us 
completely by surprise. What this 
nifty little device does is take stereo 
signals, which have incidental nois- 
es and other sounds masked in the 
background and unmask the hidden 
sounds. In effect, it takes something 
that sounds canned and makes it 
sound live. Music and game sounds 
are made more lush and vibrant, 
and all for about $80. 


The Vivid 3D makes your PC 
sound like it never did before. 


ThrustMaster has always been 
known as a company that creates 
great top-of-the-line controllers, but 
the F-16 FLCS outdid all of their 
previous joysticks. The only func- 
tional differences between this stick 
and the ones in a real F-16 cockpit 
are that the plastic is different, and 
the one you connect to your com- 
puter is programmable. This is a 
flight stick for the consummate pro- 
fessional. 

The Kelvin 64 does some great 
things when installed in a system. 
Namely, it accelerates all of your 
video dramatically, especially DOS 
software, something normally 
ignored by a video accelerator card. 
On top of this, installation was sim- 
ple and the card easy to use. 


Special 
Awards 


1) Monty Python: A 
Complete Waste of Time 
by 7th Level 

2) Hollywood Mogul by 
DeVuono DeVuono Games 

3) Are You Afraid of the 
Dark? by Viacom New Media 
Presented in no order, these three 

titles were simply unclassifiable 

under the other categories listed. 

But we didn't want them to slip by 

without our making note that each 

one of them brought something spe- 
cial to the table. 

Not truly a game, Monty Python: 
ACWOT was exactly what it claimed 
to be: a complete waste of time. A 
convincing argument can be made 
that the desktop Pythonizer com- 
plete with sound and video Clips, 
screen saver and wallpaper and 
much more was worth the price of 
the package. The fact that there 
was also a game attached made it 
all the more worthwhile. Python 
fans, this product is a must-have! 
Hollywood Mogul is proof that a 


7th Level offers Windows 
users this Waste of Time. 


We’re makin’ movies with 
Hollywood Mogul. 


game doesn't have to have a fully 
scored soundtrack or full-motion 
video to be a great game. With no 
sound and no visuals to speak of, 
Hollywood Mogul quietly presents 
itself as a game where the player 
must be quite lucky and quite savvy 
to be successful. The object is sim- 
ply to make money by making 
movies. The problem is that this is 
definitely not as easy as it seems. 

Are You Afraid of the Dark?: The 
Tale of Orpheo’s Curse is a game 
targeted for a younger audience, 
but you can't call it edutainment. It’s 
an adventure game, and a good one 
at that. Kudos to Viacom New 
Media for not only accurately cap- 
turing the feel of the television 
show, but for not talking down to the 
kids that will be playing. And that 
montage style of video is very effec- 
tive as well! 


Viacom asks: Are You Afraid 
of the Dark? 


Best FMV of 
the Year 


Wing Commander Ill by 

Origin 

Full-motion video is something 
new in the game community. Many 
gamers arent sure that it's some- 
thing they want to see. They needn't 
worry if it all looks as good as the 
video in Wing Commander Ill. It 
helps, of course, that Origin got 
great actors to play the parts, but 
that is not what this award is all 
about. This is about Origin doing the 
video portions right. They look like a 
movie and they play beautifully on a 
486. If this is what's in store, bring 
on the FMV! 


Michael Gregory in The 
Horde by Crystal Dynamics 
It takes a special talent to be the 
bad guy in a piece of comedy. 
Gregory's performance in The 
Horde was played just broad 
enough that it filled the monitor, and 
not so broad that it went past. 
Gregory would probably have won 
this award considering just the still 
frames in the disk-based version. 


The Incredible Machine 2 

by Dynamix 

A tougher call than some other 
categories, but TIM2 had pretty 
good sound effects. The kicker for 
this game, though, was the music 
that never got on your nerves and 
kept you driving forward. It was sub- 
tle, and for that we commend tt. 


Gabriel Knight: Sins of the 
Fathers by Sierra On-Line 
We had a good laugh at Sierra’s 

claim of Tim Curry’s “sensual, mas- 

Culine tones” until we heard said 

tones. The voice work on this game 

was top of the line and sets the 
standard for future voice work in 
computer games. 


Relentless by Electronic 

Arts 

Graphics ought to do more than 
simply look pretty. They ought to be 
integral to the game. The graphics 
in Relentless were important to the 
overall feel of the game, helped the 
player figure out what was going on, 
and at the end of the day, just 
looked really cool. What more do 
you want from your graphics? 


King’s Quest VII by Sierra 
On-Line 


and 

Cyberia by Interplay 

We could not make the choice 
between these two games. King’s 
Quest VII has animation so good it 
looks like it came from a Disney 
movie. Cyberia’s designers used 
video of a person walking, then 
mapped over it to give the main 
character the most fluid motion 
seen in a game to date. 


Other Awards 


¢ Best toy we got with a 
game—lhe Nerf guns that came 
with Zephyr, the Nerf bows that 
came with Lords of the Realm. We 
love Nert! 

¢ Most amusing audio clip 
from a game—Tf you continue to 
click on one of your soldiers in 
WarCraft, he will eventually get 
angry and start to talk back. After 


five or six clicks without giving an 
order, he'll say “Why do you keep 
touching me?” Kills us every time. 

¢ Super techno-geek award 
for CD-ROM technology— 
Novastorm from Psygnosis ran with 
great speed off the CD-ROM entire- 
ly. Note that this is the last year an 
award like this will be given. From 
now on, we expect to see this from 
CD-ROM action games. 

¢ Best blast from the past— 
Lode Runner: The Legend Returns 
from Dynamix. Hands down. 

¢ The coveted acronym 
award—There were some good 
ones this year. In addition to Master 
of Orion (MoO) and Master of Magic 
(MoM), we also saw Disciples of 
Steel (DoS) and Fields of Glory 
(FoG). But our favorite is Realms of 
Arkania: Star Trail (RoA:ST). 

¢ Most bizarre storyline—In 
Ready Soft’s Arctic Baron, you con- 
trol a massive train that carries 
Slaves and wooly mammoths to new 
cities and locations as you rebel 
against the all-powerful train corpo- 
rations. Oh, it takes place during a 
new Ice Age. Reports are that they 
cut the alien invasion portion. 

¢ Toughest game name to 
say, spell and type—SSl's 


Menzobenar. . .Meznobrenan. . 
Menzobreznandan. . .<sigh>. . . 
Menzoberranzan. 


¢ Cover that got us in the 
most trouble—November, with 
Hell. Not surprisingly, this cover 
caused a number of people to write 
angry letters. Hey, folks, we aren't a 
travel brochure, and we aren't sug- 
gesting a vacation in Pandemon- 
ium. We're just reporting the news. 
¢ Game that inspired the 
best CGR headlines—Serf 
City, since the chance to slip in a 
Beach Boy's reference was too 
great to resist. Believe me, they hurt 
us as much to write them as they 
did you to read them. Ouch! 

¢ Best headline we didn’t 
use—For the Doom II guide, we 
were going to use “Mom always 
said ‘Life is like a box of rockets,” 
but we forgot. 

¢ Worst marketing move— 
MicroProse’s release of Master of 
Magic and Colonization in the same 
week. In all fairness, the order for 
this came from parent company 
Spectrum HoloByte and wasn't in 
MicroProse’s original plans. 


PRAY IT'S ONLY A NIGHTMARE 


Go ahead and scream. From deep 
within your nightmare, utter a 
piteous cry — as though your life 
depends on someone hearing you. 


Because, in this reality, it does. 


From the master of computer 
gaming comes an interactive 
suspense thriller so shockingly real 
you'll pray it’s only a nightmare: 


Phantasmagoria. 


Phantasmagoria is no ordinary 
game, no tawdry attempt at horror. 
We wouldn’t dare. Blending the 
talents of best-selling game 
designer Roberta Williams and a 
team of the world’s finest 


cinematographers, Phantasmagoria 


unleashes an incarnate evil you 


never knew existed inside your PC. 


PLEASANT DREAMS. 


oo PRE RTA WILLIAMS 


PHANTASMAGORIA 


ete History th 
\d-Fashioned Way: 
art It in Panzer General 


anzer General gives the 
armchair historian an 
unprecedented opportuni- 
ty to alter history. 
However, that opportunity 
must be earned on the battlefield, 
and all but the most astute com- 
manders will have great difficulty 
carving a new path for the Third 
Reich. Don’t feel bad, though; if 
commanders like Guderian and 
Rommel couldn't do it, you'll be hard 
pressed to manage tt. 


Climbing Down the 
Tree Branches. 


I'd love to walk through all 36 sce- 
narios, with detailed maps, instruc- 
tions and guidelines for both sides 
of each, but we need to put some 
other stuff in this magazine in addi- 
tion to this strategy guide. Besides, 
part of the fun of any campaign- 
based game is not knowing exactly 
what comes next. All you really 
need to know is that if you succeed, 
you get to one location on the tree- 
branch campaign chart, and if you 
fail, you'll go to another. Certain 
scenarios also have minor victory 
and loss branches; these in general 
stay closer to history, since histori- 
cal warfare is much more likely to 
not have been decisive. 

With all that in mind, this guide will 
Stay closer to what you should do 
instead of the specifics of when and 
where it should be done. Panzer 
General accurately simulates the 
tension of give-and-take warfare. 
The battle lines constantly ebb and 


flow, and perimeter breakthroughs — 


by either side can radically change 
the situation almost instantly. A 
good general thinks on his feet. 


A Pinch of Panzers 
plus a Dash of 
Infantry and a Dab 
of Artillery. . . 


Panzer General is a love letter to 
the concept of combined arms war- 
fare. As was historically the case, 
Infantry, Artillery or Panzers alone 
will be quickly crushed by the 
enemy. It's a classic rock-scissors- 
paper game, with elements of 
resupply and terrain thrown in. To 
facilitate your planning, we'll run 
down the list of unit types and pro- 
vide a few notes about which equip- 
ment will work well for which pur- 
poses. We'll cover getting said 
equipment to the proper location a 
little bit later. 

Infantry is the lowest common 
denominator on any battlefield. Lest 
you sneer in contempt, though, 
infantry is quite capable, mobile, 
resilient and, above all, cheap. 
Nothing holds rough terrain like 
infantry, and just about nothing else 
can root out defenders in rough ter- 
rain like infantry can. Keep infantry 
away from open areas and big-bore 
artillery and they can win the day for 
you. 

The use of Artillery is the defin- 
ing line between a good tactical 
commander and a great strategic 
commander. The proper placement 
of artillery can save a scenario eas- 
ily. If you always seem to have lots 
of artillery that’s never effective 
enough, it’s your fault as a com- 
mander for poor placement. Artillery 
protects adjacent units from attack, 
as well as softens up entrenched 
units on the offensive. 
Unfortunately, artillery is slow and 


Study the statistics of each 
unit very carefully. 


fragile, necessitating careful place- 
ment when stopped and careful pro- 
tection when moving. Infantry and 
artillery team up exceptionally well 
(especially when similar organic 
transports are involved) to root out 
tough defensive spots. 

Tanks are not the be-all and 
end-all of combined warfare. The 
commander who thinks so will soon 
be commanding smoking heaps. In 
the open, tanks can slaughter just 
about anything other than tank- 
killers or better tanks. Tanks are 
best used in lightning assaults deep 
behind enemy lines; their armor 
usually will allow them to recover 
from one mistake, but probably not 
two, so get them in and out quickly. 

Anti-Tank units are the most 
purely defensive units in the game. 
While they have the power to 
engage tanks, they lack the initiative 
to do so well, even the self-pro- 
pelled units. Therefore, they need to 
occupy defensive positions or 
aggressively take areas where you 
expect counter-assaults. 

Aircraft can be extremely effec- 
tive, but only if used properly. The 
fighters must be relegated to escort 
duties unless total air superiority 
has been achieved. Their strafing 
attacks are little more than nul- 
sances to most units anyway. Level 
bombers, on the other hand, are a 
powerful tool. They can soften up 


While a broad line will achieve initial wraparound against a small 


Take on dozens of challenges 
from Crete to England. 


enemy entrenchments even better 
than heavy artillery; they can rob the 
enemy of prestige points; and they 
can knock out airfields and ports, 
forcing units to repair them. 
Unfortunately, they must be protect- 
ed against enemy fighters. 

Air Defense units and Anti- 
Aircraft units are distinctly differ- 
ent from each other; make sure you 
understand the differences. Air 
Defense units have good range, but 
no capability to harm anything else 
other than aircraft. AA units are 
small-bore artillery that can attack 
air units as well. Obviously, in a 
combined arms environment you'll 
want balanced numbers of both. 

Naval units are usually only tan- 
gential to the current objectives. As 
the Germans, as often as not you'll 
be denied naval superiority or even 
naval units at all. Basically, think of 
enemy capital ships as massive rov- 
ing artillery batteries that are largely 
immune to counterattack. 


A Recipe for 
Combined Assaults 


As the above cursory glance 
shows, no unit type is capable of 
handling all situations. Therefore, to 
succeed as a Panzer General, you'll 
need to group units into strike and 
defense forces. 


pocket, the more densely packed troops will usually win. 


Always remember—the big 
boys are watching you. 


More than a modicum of planning 
is necessary. Very few scenarios 
are tolerant of a throw-everything- 
at-'em approach, and all reward 
careful thinking. Therefore, the first 
step when beginning a scenario 
should be to identify the objectives 
and form a preliminary plan for 
achieving them. Then divide your 
forces appropriately. 

A good package for aggressive 
invasion and taking towns is a smat- 
tering of tanks (two or three), a 
recon unit (stops nasty surprises), 
heaps of infantry (four or five; add 
one pioneer unit to keep rugged 
defenses at a minimum), and two or 
three mobile artillery to soften up 
the targets as well as protect 
against counterattack. If air superi- 
ority is yours, level bomb the heck 
out of anything in your way. When 
you've found a tough nut to crack, 
have the tanks circle around and 
take out the defensive artillery from 
the rear. Set up your own artillery in 
nearby cover to pound the city and 
hopefully not suffer any fire in 
return. After the artillery strike, send 
in the infantry in waves, pulling back 
the first wave to resupply after its 
initial assault. 

That’s a perfect offense against a 
static defense. If your enemy is 
capable of any sort of counterat- 
tack, be prepared. Add Air Defense 
and Anti-Aircraft units into the mix, 
and have Anti-Tank units hold down 
the flanks. Above all, maintain 
mobility. Units who can move, strike 
and still pull back can carry off the 
best attacks and draw counterat- 
tacks into an ambush. 

Keep these assault groups as 
separate as possible. When pur- 
chasing new units, attach them to a 
specific battle group. Evaluate con- 
tinuing strategy in this way; this 
keeps the vast number of forces in 
some scenarios from becoming an 
overwhelming chore to coordinate. 
Keep the groups fluid and self-sup- 
porting, and you'll have no trouble. 


Panzer General 
By SSI 


675 Almanor Avenue 
Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 
BBS: (408) 739-6623 


Requirements 
386/33, 1 Meg SVGA 
4MB RAM. 1xCD-ROM 


Controller 


Mouse 


Hard Drive Space 
3 Meg (13 Meg Full) 


Number of Players 


One Player 


Available For 


PC and compatibles 


SSl 


Distributed B 
Mindscape 


Retail Price 


999.00 
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GAME 
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The Amphibious Assault: 
every general’s nightmare. 


Winning the 
Scenarios 


Unfortunately, you'll rarely have 
time to calmly engulf the enemy like 
an amorphous blob with guns. 
You're running on a vicious time 
limit in most scenarios, so your pri- 
orities must be in order. Later, on 
the losing track of the grand cam- 
paign or a late-starting campaign, 
you'll be mostly on the defensive 
against a larger (overwhelming) 
force. In either event, it behooves 
you to take a close look at just what 
is expected of you. 

Remember that the scenario will 
end instantly when you take all your 
offensive objectives. This can defi- 
nitely be used to your advantage. 
Thirty overstrength enemy units out- 
side that final city don’t make a bit of 
difference. Therefore, ignore every- 
thing that doesn’t revolve around 
your objectives. Sure, capturing 
other towns is good for prestige and 
forward reinforcement bases, but if 
you'll spend three precious days 
taking it, it’s not worth it. There’s a 
flip side to this, too. If you’re certain 
to take the last objective in this turn, 
make sure your other units get a 
chance to fire off their shots and 
rack up kills before the curtain goes 
down on the scenario. 


ae 
Pay close attention to your 
exact objectives. 


Choosing When to 
Resupply 


If this were a perfect world, you'd 
never have to reinforce your troops. 
Of course, if this were a perfect 
world, Europe wouldn't have been 
torn apart by a fascist-spawned 
holocaust. So we take things as we 
get them. 

Obviously, it's best if troop 
strength never drops below 10. But 
in operational situations, it will and 
soon. The strategies in the rule 
book caution against using a group 
at 8 or even 9 strength, but that’s 
settling for a much more comfort- 
able margin of victory than is likely 
to be given. Therefore, you're going 
to have to weigh the risks of losing 
the unit with the damage it can do. 

Panzer General itself is very 
friendly toward the making of these 
decisions. Move the unit into range 
of the desired enemy, and check the 
bottom status line for the most likely 
outcome of the battle. Don't like it? 
Use the “oops” button on the tool- 
bar. Continue until you find a solu- 
tion you like, or decide to hold the 
unit back anyway. 

That's the problem, you see, with 
resupplying at will: You lose time. 
And time is very crucial in the 
blitzkrieg. The prestige costs usual- 


Before you begin planning, notice which areas of the map will 
require a heavier concentration of troops. 


Weigh breakthrough 
opportunities carefully. 


ly aren't a factor unless you're real- 
ly scraping the bottom. 

The situation dictates whether to 
reinforce or not. A unit down to 
strength 3 in easy striking distance 
of enemy artillery should obviously 
resupply—shouldn’t it? Not if a 
hasty retreat will put the unit out of 
all harm’s way. However, if it’s in a 
critical location or surrounded, send 
in help. It might survive to fully 
resupply, and a dead unit can never 
make that claim. 

In general, units at strength 8 or 7 
should only play a subsidiary role in 
assaults, while a 5 or 6 strength unit 
should only attack targets of 
extreme opportunity. Any unit at 
less than 5 strength is a target of 
opportunity for the enemy. Build 
them back up as soon as possible. 

These guidelines are for units that 
directly contact the enemy. 
Obviously, a strength 6 artillery unit 
buried in a huge mass of units is 
vulnerable only to long-range fire; it 
can safely take potshots at the 
enemy if it's protected well enough. 
Still, if there’s even an outside 
chance you might lose the unit 
(remember rugged defenses and air 
strikes), reinforce it with the best 
troops you can afford. 


The Benefits of 
Overstrength 


These should be obvious, but it’s 
worth another walkthrough. Any unit 
that can be overstrengthened is 
already an elite unit; increasing its 
striking power by 10% adds a great 
deal more effectiveness than 
adding 30% strength to a recruit. 

Another less obvious advantage to 
overstrength pertains to unit densi- 
ty. In Panzer General, only one 
ground unit can occupy a hex. 
Therefore, protection of points like 
cities is made more difficult. 
Overstrength centralizes power just 
a little bit more. -Kevin Perry 


Hey, you can spend lots of 
time reading reviews of all the 
latest CD games OR you can 
get TEoT-BYTEG, the awesome new demo 
CD that gives you a real taste of five of the 
hottest new games on CD! 

Now you can do your own reviews of these 
five cutting-edge game titles before you put out 
the cash for the full-play versions. And best of all, 
you'll get a $10 rebate, good for the purchase of 


any one of the games featured 
aa 
& 


on the TEaT-BYTko disk. 


So, cruise on down to your 
game store today and get 
a taste for just $5.99. 


Dominus is a trademark of Visual Concepts Entertainment, Inc. 

All rights reserved. World Cup Golf is a © & T™ of 1994 

Parallel Media Group plc. ©1994 U.S. Gold, Inc. All rights reserved. 
Retribution ©1994 Gremlin Interactive Limited. All rights reserved. 

Desert Strike and Jungle Strike © 1994 Electronic Arts. All rights reserved. 
Front Street Publishing is a trademark of U.S. Gold, Inc. 
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Five primo games you can 
really sink your teeth into! 


— 


Defend your domain from hoards of 
mms §— monsters and rival clans in this new 
genre role playing | game. Exciting combination of action and stategy. 


Pilot futuristic combat vehicles 


against alien foes in a variety of RE T R | BU lJ IG N 


low level air-to-air and air-to-ground attacks. Superior play-action & graphics. 


The president has chosen you to plan and lead a pre-emptive 
strike against Middle East renegade, ‘General’ Kilbaba. 

Plan your campaign, then pilot your Apache attack helicopter 
into combat in this superb strategy -action game. 


You pilot four different combat vehicles... F-117A Stealth 
Fighter, MX 9 Attack Hovercraft, Comanche Attack 
Helicopter and Special Forces Assault Motorcycle in this 
action packed sequel to “Desert Strike.” 


WORLD CUP GOLF Now you can play the 


famous Hyatt Dorado Beach Golf Course in World Cup Golf, the most beautiful and 
sophisticated golf game you've ever played. This exciting golf game is so true to life, 
you'll be able to smell the fresh-cut grass! 


act fac ic nmaAntainc limitnanenin iO imanc + tantiir Ammac 
es €S GISK CONIGINS ea-piay versions orf reaturea games 
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Front Street Publishing 


303 Sacramento Street, San Francisco, CA 94111 
ie TO order direct call 1-415-693-0297 


Its Not Easy When 
You're the Driver 
and the Chief Mechanic 


S good as Papyrus is at 
making racing simula- 
tions, they are unfortu- 
nately not as proficient 
at producing a good 
manual. The book is fine for explain- 
ing the workings of the game and 
how to play. Where it is lacking is 
the part on car adjustments and dri- 
ving skills. 

It is easy to believe that in auto 
racing, a race is won and lost on the 
track, when in fact the contrary is 


{ Sirs 
Rit 

Left Rear 
Left Fromt 


Stagger 


Done 


Plan on spending some 
quality time in the garage. 


closer to the truth. Although the pit 
crew is also an important factor, 
most of a driver's time is spent in 
pre-race testing and practice. That 
is the only way to prepare for the big 
race. 

In the NASCAR Racing simulator, 
the same is true. It may not be as 
exciting as the time when that pace 
car pulls off of the track, the yellow 
flag changes to green and the low 
hum of over thirty high-output 
engines suddenly crescendo into a 
loud cacophonous roar. But even 
the start is not as great a thrill as 
passing the finish line as the first 
one to be greeted by the checkered 
flag. If you don’t prepare properly 
before the race, you will never even 
get to see a checkered flag. 

The task of fine tuning your car is 
not so easy, however. It requires 


patience and being a good enough 
driver to be able to distinguish when 
a problem is you and not the car. 
Hours of practice must be logged to 
get the feel for the car. When you 
can take laps at a steady pace, 
though it might not be the fastest on 
record, you will know that it is time 
to adjust the car up to your abilities. 

The Winston Cup season consists 
of races on a number of different 
tracks, each one with its own char- 
acteristics, some more dramatic 
and some very subtle. Even though 
the manual is not the best guide as 
to what you need to do on each 
track, there are some car setups 
that you can load in to get you start- 
ed that provide a good guide. None 
of them are complete, however, and 
you'll have to do some adjusting on 
your own. 

Take note that even the sugges- 
tions from here on will probably not 
be perfect. Handling will change 
depending on the weather, the 
amount of fuel in the tank at any 
given moment and even the way 
you drive. 

The only way to really play any 
true racing sim is with a steering 
wheel/pedal device. There are a few 
different ones—l used the 
ThrustMaster Formula T1. 

First of all, load in the Ace setup 
since this is the nearest to the setup 
that you need to create regardless 
of the track. The advice from here 
on assumes that you, too are start- 
ing with the Ace setup. 

Another good way to start out is to 
have only about thirteen or fourteen 
gallons in the tank and not the full 
twenty-two. The reason is that the 
car's handling dramatically different 
with the steady loss of weight. At 


Katateas 234B.04 
A good way to judge your per- 
formance is watching replays. 


least by starting with the tank filled 
only about half way you are testing 
the car out closer to where it will be 
performing for most of the race. 


“.otart 
Your Engines!” 


When you're ready, take the car 
out for about eight to twelve laps for 
the longer tracks, ten to fifteen for 
the shorter ones. This should bring 
your tires up to temperature and 
thus give you an idea of what's 
going on with the current setup. 
Turn on the telemetry of tire temper- 
atures in the car and when they stop 
changing dramatically, it's time to 
head back to the garage. 

The first thing you want to watch 
for is that none of them are over or 
underinflated since that is the easi- 
est thing to fix and can look like 
other problems. 

An overinflated tire will be hotter in 
the center than on the edges, but 
the edges will be very close 
to the same temperature. /f 
they are not, then there is some- 
thing else that is wrong. Just let out 
a couple of pounds of pressure out 
to fix it. 

Underinflation will have the oppo- 
site effect and can be repaired by 
putting a couple extra pounds in 
until the problem is corrected. 


If a tire is dramatically hotter on 
one edge more then the other, the 
problem needs to be fixed by adjust- 
ing the tire’s camber. 

Camber adjustments are made 
from the Suspension screen. The 
effect it has is to angle the tire to 
one side or the other. By doing this, 
you are Causing one side of the tire 
to make more contact with the road 
Surface than the other. Adjust it 
accordingly and any temperature 
problems should be alleviated. 

Keep one thing in mind. Although 
a tire might have good temperature 
readings, it does not necessarily 
mean everything is a-0.k. You not 
only have to pay attention to the 
temperatures as they relate to each 
other, but also where they are at in 
general. Of course you don't want 
them to overheat, but you also don't 
want them too cool. If a tire is not 
getting up to its proper temperature 
range poor handling can result, 
since it is not making enough con- 
tact with the road surface. 

One solution is to stiffen the 
shocks on that wheel. This will 
cause the tire to grip sooner, as that 
end of the car will recover from a 
turn faster. Usually, on a counter- 
clockwise track (most are), the right- 
front tire has the softest shock, next 
comes the right-rear, then the left 
front and finally the left rear, which 
is usually set to 90%-100%. 

This of course is not the end of 
finding the proper setup. Front air 
dam and rear spoilers can effect tire 
temperatures, as can just about any 
additional adjustments you make on 
any setting. 

The point is, the tires are always 
the best place to look first because 
they can reveal a lot at a glance and 
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These NASCAR’s come with some great telemetry technology. 
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Done 


Your tires are the way your car 
can communicate with you. 


can help guide you to the proper 
solution. 


“It’s a Great Day 
for Racing...” 


After you've spent plenty of time in 
preseason testing, even before you 
sign up for the championship sea- 
son, try your stuff out in a Single 
Race. The best place to know how 
you stand is in the practice session 
before qualifying since you will be 
on the track with other drivers and 
you'll get a chance to see if you 
match up. If you're much slower 
than them, you might as well head 
back to the drawing board to rethink 
what you have done. 

The Ace setup, however, is com- 
petitive but may not get you to the 
pole position or even in the top ten 
at the start unless you're a pretty 
good driver and have a terrific qual- 
ifying lap. 

When you feel good and get into 
your groove, lay back a little and let 
a Car pass you and then move in 
behind them. Follow them for a few 
laps and see the line they are tak- 
ing. Don't make the mistake and 
think you are much faster than they 
are; after all, you're drafting and 
someone else will soon do the same 
to yOu. 

If you only have experience prac- 
ticing on an empty track, you're in 
for a big surprise. Driving on a track 
with other cars is a whole other ball 
game. You can't just follow your 
own line and must watch out for the 
other guys. If you are in front of 
someone else, it is you who is 
allowed to choose your line. But tell 
that to the guy who is bearing down 
on you from the outside and is plan- 
ning to force his way in front of you. 
One tap and you'll both be headed 
for the wall in an uncontrollable 
spin. 

If that’s not enough, you can't 
always find your line into a turn 


NASCAR Racing 


By Papyrus 


35 Medford Street 
Somerville, MA 02143 


(617) 868-5440 


Fax: (617) 349-3999 


Minimum: 386/33+, VGA, 
4MB RAM, 2xCD-ROM 


Controller 


Joystick, Mouse or Keyboard 


Hard Drive Space 


15 MB 


Number of Players 


One Player 


Available For 


PC and compatibles 


Papyrus Design Group 


Distributed By 


Papyrus Design Group 
Street Price 


$69.95 


COMPUTER 
GAME 
REVIEW 


Don’t Try to Steer, 
Let Physics Do It. 


A common mistake when tak- 
ing a turn is to try to steer to cor- 
rect drifting. The result is often a 
loss in control. Instead, adjust 
your speed to get your car back 
on line. Hold the steering wheel 
Steady and use the gas pedal for 
subtle corrections. Speeding up 
will cause the car to push to the 
outside. Conversely, letting up 
on the gas will give the front 
tires more traction. 


Shocks. 


Wheel Lock 
Done 


This setup for Atlanta works 
pretty well, but play with it. 


because you are on someone's tail 
and watching it, not the road ahead. 
Your line of sight is being blocked 
partially by a big, bright corporate 
logo. 

The only solution is practice and 
evaluation. Run the practice ses- 
sion for a while and then go and 
watch the replay from one of the 
aerial views or a chase view. This 
will give you the best perspective to 
view your performance. 

Unlike real race car drivers, you 
are at a serious disadvantage com- 
pared to the other drivers since you 
don’t have experienced people sur- 
rounding you to give you advice. 

The track at Atlanta is a good 


place to log in those long practice 
hours for a number of reasons. 


Atlanta Motor 
Speedway 


This track is a good place to start 
not just because it’s the first on the 
list alphabetically, but because it is 
pretty straightforward. It is hiding 
one small inconsistency that lies 
between turns one and_ two. 
Although the track might look like a 
perfect oval, it is not. There is a 
short gap between the first and sec- 
ond turns that can deceive you. 

Enter turn one and find your line. 
As you hold it there you might sud- 
denly find yourself drifting towards 
the inside even though you’ve main- 
tained a steady speed throughout. 
Then as you approach turn two you 
find that you're cutting it too close so 
you straighten out just a bit. Next 
thing you know, you're drifting too 
far to the outside as you exit turn 
two. 

The reason is that short gap 


Foite will steal your heat 


Camber 
Weight Jack 
nocks 


Wheel Lock 
Done 


You might try stiffening up the 
right rear a bit to stop a push. 


between one and two causes the 
track to straighten out for a short 
time. Therefore, you have to almost 
take them as two turns instead of 
one long one as you would three 
and four. Don’t come down low and 
expect to hit one apex. Come down 
to the inside and follow the inside 
line until you exit two. 

Another way is to avoid going 
down low altogether and cutting the 
turn down the middle. Whichever 
you feel more comfortable with will 
require a change in the way you 
drive it and some slight car alter- 
ations. 

The Ace setup works pretty well 
on this track so you can concentrate 
more on your driving skills instead 
of car adjustments. 

You might want to play around 
with the Weight Jack a bit. The Left 
and Rear Biases are set pretty neu- 
tral, as is the Cross Weight. Don’t 
be afraid to increase them all just a 
bit, especially the Cross Weight to 
get a little bit more grip in the turns. 
Inevitably, you will experience lots 
of push in the turns as you enter 
them because you're carrying too 
much speed coming off of the 
Straight. 

As a you come to the end of a 
straight, lift your foot off the gas all 
the way for about two to three sec- 
onds. Not only will this slow you 
down, but it will also push more 
weight onto the front tires and give 
them more grip. Then once you are 
comfortably settled into your 
groove, ease the gas pedal down 
slowly so that you are just before 
the point where the tires begin to 
squeal a bit. If they do, you need to 
slow down. 

As you begin to exit the turn and 
your speed carries you towards the 
outside, give it all you got and hit the 
floor. If you time it correctly, you'll be 
in a great position to top it out down 
the straight. After all, that is what 
racing is all about. Good turns lead 
to fast straights. -Tasos Kaiafas 
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You’re the guy 
with the big guns 
in Doom, but that 
doesn’t mean that 
you'll survive. 


As far as | was concerned, the mil- 
itary personnel at the base on Mars 
were a lost cause anyway, but who 
am | to quibble about orders. All | do 
is my job, and this time, the job was 
all about kicking some butt and tak- 
ing some names. 

| was glad, really, that | didn’t have 
too many close friends on the Mars 
base, because the scenes | saw 
looked like they were straight out of 
Anton LeVey’s holiday scrapbook. 
There were corpses and pieces of 
corpses on the floor, on the wall and 
in a few places, hanging from the 
ceiling. The bodies were bad, and it 
bothered me when they twitched. 
The ones that really bothered me, 
though, were the ones that were 
moving actively. There is a fate 
worse than death, and those zomb- 
ified humans know all about it, or 
they did until'| whacked them. 

So anyway, | was assigned to see 
if | could rescue anybody from the 
base, which | did, if you count my 
getting out alive. | think | was sup- 
posed to try to figure out exactly 
what happened, but I’ve got to tell 
you, when the shooting starts, | tend 
a little more toward reaction than | 
do toward cogitation. 

What was left of the Mars base, as 
| said, looked pretty bad. | didn’t like 
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Sure it looks ominous, but 
what choice do you have? 


(ts the End of the 
World as We Know it 


THE LGATHSOME SFIDERDEMOH THAT: 
MASTERMIND ED THE INVASION OF THE MOON 
SAS€S AND CAUSED SO MUCH DEATH HAS HRD 
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CONTAIN. AND NOW HELL AT CAST @lLavs 
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VOU WONDER WHAT:S SEEN HAF CERNING GN 
C£AATH WHILE VOU HERE (SAT TELLING €¥Vii. 
VNLEASHED. 17'S GOOD THAT NGOLHEL LE- 
SPAWN COULD HAVE COME. THEOUGH THAT 


VOOR MITH YOU .- 


Hellspawn get through and attack more humans? D’you think? 


killing the former-humans-turned- 
evil-zombie-creatures, but it was 
honestly them or me. | chose them. 
| didn’t have much of a problem with 
the spikey Imps who seemed to 
teem with numbers equivalent to the 
hordes of Hell itself. . .of course, 
that’s what they were, so | guess 
that makes a certain amount of 
sense. The big pink bulldogs were 
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The Spider Mastermind: big, 
tough, mean and smart. 


trouble, too, but not as much as the 
big, round, floating balls that shot 
extremely painful balls of energy at 
me. 

But hey, I’ve had worse. | mean, 
I've worked retail during the 
Christmas season, so I’ve seen 
things get out of hand before. 

A lot of what | did was simply bob 
and weave, taking shots every cou- 
ple of seconds. | figured it wasn’t so 
much the quantity of damage | could 
inflict as it was the quantity of dam- 
age | could avoid. Sidestepping 


shots and then moving in for the kill 
certainly helped out. 

Then, just when the demons were 
starting to get interesting, the whole 
thing came to a head. There | was, 
hurt and low on ammo. There they 
were, a Baron of Hell, a couple of 
Cacodemons and the ultimate crit- 
ter, the Spider Mastermind. 

| figured it wouldn’t be too smart to 
charge into that behemoth, so | 
decided to simply run like hell until | 
got so tired | had to stop. That 
helped me release a little tension, 
and it got the Spider to start shoot- 
ing. He ended up whacking the 
Cacodemons and the Baron, and 
took some hits himself. 

After that | used the BFG9000 on 
it, and eventually, it blew up. The 
very gates of Hell seemed to open 
up, and | went home, hoping that 
the menace was laid to rest, but fig- 
uring that I'd be doing it all again. 


. 
Who can resist the goodness 
of Bunny-on-a-Stake? 
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| Sucks. Rock And Roll Is Dead. a 
So Blast A. Few Heads. YY ge : 


In the year 2055, life is just 
another word for chaos. Sure, 
your music has given you some 
' moments of escape, but your 
rock superstar status has also 
given you too many nights 
ee sked aw: ay in hotel rooms 

» away from the din of ee | 
fans. Virtual Reality is the only 
reality that means anything 
anymore. In the world of 
Virtuoso you ll blast cyborgs in 
: cavernous, sub- Martian 
passages, encounter the living 
dead in a Haunted House and 
ubmerge yourself with strange 
life forms in an Underwater 
Biosphere. Now, isn't that just 
what you needed? 
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NOTHING, NOTHING CAN PREPARE YOUR PC. = 
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ALLI2KOMBAT 
WARRIORS? 


NOTHING, NOTHING CAN PREPARE YOU...for the ultimate arcade 
a : | translation of Mortal Kombat® II. “Finish Him” with a// the true graphics, 
character animations, CD-quality music and awesone sound f/x of the 
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arcade blockbuster. Brutal special moves, Friendships, Babalities, hidden MORTAR § ROMBA kee : 
Al : 

surprises, crushing combos and outrageous fi finishing moves are yours a a ' , & 

to kommand. Letthe Kombat Kontinue!!! ~ : 
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